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X-wiNfi Fighter 



The Death Star Space Station, under the command of Darth Vader, is the mos 

powerful weapon the universe has ever known. A frontal attack by any othe 

craft would be absolute suicide. However, intelligence delivered to Republi 

headquarters by the androids R2D2 and C3PO gives a faint hope of ; 

successful attack by a small 1- or 2-passenger X-wing fighter. 

There is a small unshielded exhaust port on the surface of the Death Star tha 

leads directly to the main reactor. Since it is an emergency thermal port in cast 

the reactor overheats, it could 

not be shielded. If you can slip 

your small fighter past the 

Death Star's defenses and 

make a direct hit on the 

thermal exhaust port with a 

torpedo, there is a chance the 

torpedo will penetrate the 

main reactor and start a chain 

reaction, destroying the Death 

Star. It is a slim chance, but it 

is the only one the Republic 

has. Obi- Wan Kenobi gave his 

life to get the message here; 

so he considered it very 

important. 

The X-wing fighter is a small 

1- or 2-passenger rocket that 

is, quite frankly, obsolete. If is 

armed only with a laser cannon 

and 3 torpedoes. Use the laser 

cannon to fight off any 

imperial fighters, and save the 

torpedoes for the Death Star. 

The target acquisition radar can detect targets in excess of 100,000 km away 

but can only display targets within 20,000 km. Therefore, you will be warned o 

approaching targets on the right side of your control panel before they an 

displayed in the radar screen. 

Available on Digital Cassette for the 
Level I1 16 K Microcomputer — $7.95 
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This is a program designed to serve the small businessman with few 
employees. The process begins with the entering of last week's receipts. First, 
load the tape file. A complete chart of all 42 expenses areas will be on display 
as you enter your checking 
activity. After entering, you 
are given a review of your 
entries and permitted to 
change any incorrect data. 
The activity is then posted to 
the respective account areas. 
Reports for the year to date, 
year to last week, and this 
week are now available for 
your review. One of the 
special features of this pro- 
gram is that it gives the user 
the ability to customize 
account areas. If all or some 
of the areas specified do not 
suit your business, or if other 
accounts would be more 
useful to your particular business, the user can alter a few of the data 
statements, re-record and everything will function as before. The process ends 
by transferring the newly-created data file to cassette for use next week. 
The program runs in Level I or II 16K, or Level 1 4K. Sorry, but there just was 
not enough room in the Level II 4K to house the information. If you are using 
Level I 4K, do not post more than 30 checks per batch. Written to run in 
parallel with the nationally known Dome Bookkeeping System, the journal is 
available when ordering this program for an additional $7.00. 




Available on Digital Cassette — $15.00 [$22.00 with Journal] 

THE TRS-80 SOFTWARE EXCHANGE 

17 Briar Cliff Drive 

Milford, New Hampshire 03055 



When we mailed the October issue of SoftSide 
last month, we really had no idea of what to expect. 
It's just as well, because the rousing reception and 
attention our first issue received surely exceeded 
our wildest dreams. 

About forty percent of those who subscribed took 
the time to let us know what they thought. In gen- 
eral, you told us what you liked about the magazine 
and let us know what you would like to see in future 
issues. 

Many sought a better understanding of the dif- 
ferences between Level I and Level II programs. 
We've included two articles in this issue that are 
sure to help in that regard. 

The number and variety of programs available to 
us for publication is growing daily. In order to get a 
clearer picture of where your general interests lie, 
we've included a brief questionnaire on page 60. 
Your answers will be published in a forthcoming 
issue and are sure to have a tremendous impact on 
future programming. 

The forty percent figure mentioned earlier is an 
extremely high rate of return for a new publication, 
and is indicative of a high level of involvement 
among our readers. We thank you, not only for en- 
dorsing SoftSide s beginning, but for taking the 
time to help shape its future. 
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SoftStde magazine to conttnuauy seeMagorigfriaJ article* and software for 
publication in oar magazine. Imagination and variety In concept and content 
are the rales at SoftStde — not the exceptions. Articles are purchased on a 
per page basis, based on content and applicability. Our policies with respect 
to software purchase are highly Individualized, and offer the programmer 
several options, Including one-time publication rights, outright purchase, 
and royalties on sale of pre-recorded cassettes. For more Information, please 
write: SoftSMe, PO Box 68, Mttford, NH 03055. 

For uniformity, we have adopted the Radio Shack TRS-80 Level BASIC as 
the BASIC dlaltect used within the pages of this magazine. It was chosen 



many microcomputer languages produced by Microsoft. 
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Dear Fine Print Perusers, it's working. 
Thanks to the attention our first issue 
received, the quantity and quality of 
software available for publication has 
grown by leaps and bounds. It's our policy 
to offer the best programming available — 
even if it means shaking up our production 
schedule. Tto Can and Solar System are 
being reworked and will be published in a 
future issue. Hope you like their 
replai 



DID YOU ? 



We're not into "Pie in the Sky" promises, we just happen to be the 
best vehicle in existence for writers of personal software, and to our 
way of thinking, of fer the best plan for remuneration as well. On the 
face of It, that seems like a pretty big statement, but we're willing to 
put our money where our mouth is. 

With SoffSide, you have your choice of "one time 7 ' publication 
rights, listing in the Market Basket section of the magazine, or just 
plain letting us sell your software for you. In any case, you retain the 
rights to the programs that you worked so hard IB write. Sf your 
programs don't sell, you don't make money, so why tie up your 
software with an exclusive contract? With SoftSide, you're free to 
market through us, and still sell your own programs privately or 
through other non-exclusive arrangements. We prefer to let our 
performance be the only ' 'tie that binds. ' ' 
For more details, write: 

The TRS-80 Software Exchange 
17 Briar Cliff Drive 

Miiford, New Hampshire 03055 



COULD YOU ? 



"Round the Horn"? ^Flight to the Moon"? "Chromatic 
Composer"? What do all these titles have in common? They're all 
ideas that are waiting for some talented software artist to turn them 
into living, breathing programs. Imagine a simulated trip around 
the Cape of Good Hope in an 18th century trading ship, or a trip to 
the moon, from lift-off to lunar landing — and back again. Music 
programs have been written for the TRS-80, but need much 
improvement. Could someone you know get some enjoyment out of 
composing tunes on the TRS-80, and hearing them played back 
through an inexpensive AM radio? We would, and if you've already 
written programs such as these, or if you feel up to tackling one or 
two, we'd like to hear from you. Just call or write: 

Roger Robitaille, Software Editor 
17 Briar Cliff Drive 

Miiford, New Hampshire 03055 



YOUR 
PROGRAM 

HERE 

(get the point?) 
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INVENTORY 

MANAGEMENT 
SOFTWARE 

INVENTORY FP 

This is a Front Panel approach to Inventory management, Avaikble only for 
Level II machines, it is for those who never want to type LIST, It handles up 

to 100 stock items with 
primary and backup vendor 
and allows for stock on 
order and date last ship- 
ment received information. 
The major difference be- 
tween this system and the 
Modular system is that all 
information including char- 
acter strings, is contained 
in subscripts and thus 
recordable separately from 
the program. 

If your inventory exceeds 
100 stock items, it should 
be a simple matter to 
segregate stock into logical 
subdivisions with separate 

data files. Two programs are included on one cassette (Initialization Sc 
Maintenance). Above, Inventory FP by M. Kelleher 
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INVENTORY SUPER PAC 

This inventory program makes maximum use of available memory. It is 
especially useful in a real time 'amount on hand' environment, and will 
yield only the count. If your purposes require such features as automatic 
reordering and on line supplier information, we suggest that you look at one 
of the other inventory management programs= A good example of use would 
be a retail tire business where the ability to quickly determine the stock 
level of a certain type tire and to change it a sales occur and shipments 
arrive, is a necessity 

VERSION 1 1500 items stored in quantities of up to 999 
VERSION II 2200 items stored in quantities of up to 99 
VERSION III 6000 items stored in quantities of up to 9 
VERSION IV 750 items stored in quantities of up to 99 and price information 
of up to four digits 

NOTE: Items are callable by code number. A separate log is required to 
keep track of what the code calls represent. 
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INVENTORY [MODULAR] 

This inventory program runs on Level I or II TRS-80 Microcomputers. Its 
construction permits the user to create subroutines customized to his own 
purpose. One of the main features of this program allows for the inclusion of 
Alphabetic information and a Data Index Code in the form of data 
statements within the program. The result is performance and flexibility 
unmatched by our other Inventory Software. All versions include; 

1. Reports- user specifies up to three numeric and either or both alpha 

informations to be listed and can be vendor specific 
2 Coat/value Summary-searches all stock areas and reports Cost/ value 

Quantity, Total Value by line item and Grand Total 

3. Reorder Search-compares current stock level against specified 

reorder point and displays on screen all line items in need of 
reorder, along with tentative reorder information 

4. Index-uses arbitrary file numbers reflecting the order in which the 

data codes are stored. Index will reveal the file names and file 
numbers in groups of 24 for use in other data calls. 

5. Detailed Rept-e very stock file is callable by file number to reveal all 

memory information regarding that item 

6. Read and Write File-stores and reenters data from day to day 

7. Data Change-updates Data Base 

Runs on Level I and II. 
REQUIRES 16K (SPECIFY VERSION WHEN ORDERING) 

VERSION I 240 stock items can be contained using the full 8 data areas 

and two pieces of Alpha information 
VERSION II 290 stock items can be contained using 6 data areas and two 

pieces of Alpha information. 
VERSION III 450 stock items, Simplified report with no reorder search, 

allows one piece of Alpha information (description) and three data 

areas (quantity on hand, cost price, sales history) 



SUMMARY 



INVENTORY SUPER PAC 
INVENTORY MODULAR 
INVENTORY FP 



LEVELI 


4K 


$10 


LEVELI&D 


16K 


$20 


LEVELD 


16K 


S25 



Order from: 

THE TRS-80 SOFTWARE EXCHANGE 
17 Briar Cliff Dr. Milford, NH 03055 




Converting Your Programs From Level I 
to Level D In Radio Shack BASIC 



The most frustrating moment of 
computer ownership for many pur- 
chasers of the Radio Shack TRS-80 
comes shortly after they have brought 
home their newly converted Level II 
Computer. They pick up the data 
conversion tape, pop it into the tape 
recorder and type CLOAD. After 
experiencing a failure to load the 
tape, they open the little instruction 
booklet that came with the program, 
and four hours of frustration later, 
make an outraged telephone call 
to the local Shack. 

As a theology student, I have 
studied ancient Greek for five years. I 
found that exercise in Masochism 
helpful in dealing with the obscure 
language of this little booklet. After a 
careful comparison of the User 
Instruction Manual with a replica of 
the Rosetta Stone in the Carnegie 
Museum, I succeeded, not only in 
translating the booklet into English, 
but also in converting my programs. 
The translation is here published for 
the first time, along with a few 
magical incantations that seemed 
helpful in completing the process. 

Magical Incantation Number One 

If you do not have 16K of memory in 
your computer, say to yourself: "It 
can't be done." Then give up and go 
do something else. The data con- 
version program takes up so much 
room in the computer and is so 
difficult to use that you would be 
ahead of the game to start over and 
enter your programs from the 
keyboard. 

Magical Act Number One 

Clean the head on your tape 
recorder. A dirty pickup head can 
wreak havoc with the understand- 
ability of your program to the 



computer. You can buy a kit to do this 
from Radio Shack for $1.39, or you 
1 can go up to the medicine closet, get a 
bottle of Isopropyl Alcohol and a 
Q-tip, then dip the Q-tip into the 
alcohol and rub it across the head a 
few times. 

Magic Talisman Number One 

Get an AM radio and place it beside 
your computer keyboard (on the side 
opposite the tape recorder, so that it 
doesn't get in the way). Tune it to a 
spot in between stations and turn the 
volume down low enough so that it 
isn't too annoying. This will help you 
keep track of what is going on inside 
the computer when you are loading 
from tape. If there is little or no 
sound, you are either listening to a 
blank tape, or the volume is too low 
for the computer to pick up the 
information. If you get an interrupted 
buzzing, the volume is either too loud 
or too soft. Turn the volume (on the 
tape recorder, not the radio) so that 
there is a steady tone. Then, rewind 
the tape and start over. If you get a 
steady tone, the volume is ap- 
proximately (unfortunately, only ap- 
proximately) correct. 

Magic Act Number Two 

Unplug the miniature gray jack from 
your tape recorder. (The larger one is 
the miniture; the little one is a 
subminiature jack.) This eliminates 
the likelihood of interference from a 
ground loop hum. (I don't want to 
explain that now, but a ground loop 
can make your tape into gibberish for 
the computer). 

Magical Incantations 2 through 12 

There is a number before each of the 
following steps. Say the number out 
loud before each step, then take the 
steps in order. This way, if a stray 
demon wants to drive you crazy, he 
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Level I to Level II Conversion 

will hear you counting and realize you 
are already crazy, 

1. Place the PROGRAM CONVER- 
SION tape in your recorder. Make 
sure it says PROGRAM CON- 
VERSION, not DATA CONVER- 
SION. Make sure it says 16K, not 
4K. If you do not know why this is i 
so, go back to magical incantation | 
number one. 

2. Set the volume adjustment on the 
tape. recorder to 5, and press the 
PLAY button. Make sure the black 
plug is in the earphone jack, and 
the remote plug is in the remote 
jack. 

3. If your computer is on, turn it off 
with the little black button beside 
the input/output jacks to the 
power supply, recorder and mon- 
itor. Turn it on again. If is says, 
READY, the repairman forgot to 
install your Level II ROM, and you 
don't need to convert your tapes. 
If it says: 

MEMORY SIZE? — 

You answer by typing: 31477 
and pressing ENTER. — 

This way, if you ever do get the 
tape loaded, you will be able to use 
it more than once. 

4. Type SYSTEM , and press ENTER 

5. Type CONV and press ENTER 

Your tape recorder should start 
playing. Monitor the tape by listening 
to Magic Talisman Number One (the 
radio). 

Several things could happen here. 
Look at the upper right hand part of 
your screen and select the ap- 
propriate line below. 

** (both steady) Watch for ten 
seconds, then experiment with the 



volume control on the recorder and 
listen to the effect on the radio. Your 
volume is probably too loud (not 
necessarily •— it could be too low) so 
try a slightly different volume setting. 
Rewind the tape and go back to step 
3. 

*(steady) Same as above, except 
chances are that the volume is too 
low. (Again, it could be too high) Try 
same actions. 

C or C* (steady) Your volume is very 
close to being correct. Experiment by 
moving it a hair each way until it 
loads properly. Most likely, it is too 
low by about one-tenth of one number 
on the voulume dial. Go back to step 
3. 

** (right one flashing) or C* (* 
flashing) Say a prayer. It seems to be 
working. Note the volume setting on 

the recorder right here— for 

future reference (to the nearest 
tenth). 

6. If the computer comes back with 
*?— Type: 

/31478 

If the computer displays: 

MEMORY SIZE? _ 

The tape did not load properly. 
Adjust volume ever so little, and go 
back to the middle of step 3. 

7. If the computer says LOAD TAPE 
AND PRESS ENTER?— Set the 
volume on your tape recorder to 8 (or 
whatever you have found successful 
with Level I tapes.) I find it helpful to 
keep a drop of bright nail polish on 
the most frequently used volume 
setting (See Magic Talisman Number 
Two) 

8. Take the conversion tape out of 
your recorder and put in your 
Level I program. 

9. Press PLAY on the recorder. 
lO.Press ENTER on the computer. 

Again, monitor the tape by 

listening to the radio. 

If the recorder stops and the 
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Level I to Level II Conversion 

computer prints PROGRAM TOO 
LONG, borrow a friend's Level I 
computer, and delete about 3K 
Bytes of unnecessary trivia from 
your program. Do not turn off your 
computer — you can reuse the 
conversion program simply by: 
Typing SYSTEM,pressing ENTER 
and then typing /31478, whenever 
it says READY 
11. If the program loads, the computer 
will display PRESS ENTER TO 
BEGIN? _ Press ENTER and the 
computer will spend about two 
minutes converting the program 
you just loaded. When it is done, it 
will display PRESS ENTER TO 
CONTINUE ? — Press ENTER 
again and the computer will 
display READY. LIST your pro- 
gram to be sure it loaded properly. 
Then RUN it to discover if it 
works. You will probably have 
several bugs. Some of them are 
listed in the next section. 

Debugging Your Converted Programs 

The conversion program is supposed 
to convert all abbreviations to full 
Level II statements, and all PRINT 
AT statements to PRINT®. Mine 
sometimes misses PRINT AT, which 
does not stop the program, but 
results in a misplaced statement and 

and a mysterious variable, usually a 
0, as the computer considers AT a two 
letter variable. 



There are some things that the 
conversion program will not do: 

Level II requires a comma after 
PRINT @ while Level I takes a 
semi-colon. See Example A. 

Since Level II allows two letters or a 
letter and a number in a variable, 
spaces are required in some 
statements. See Example B. 

If you used the array A() with more 
than ten variables, you will need a 
DIM statement. If your program has a 
GOTO statement that causes it to 
start over, you will have to put the 
DIM statement before the line the 
program goes to, as the computer will 
only allow a variable to be dim- 
ensioned once. See Example C. 

If you use the POINT function, Level 
II returns a — 1 if the coordinates are 
SET instead of the 1 in Level I. See 
Example D.- A negative argument 
remains 0. 

The logical operators * and •+• in 
Level I have been changed to AND 
and OR in Level II, and a new one has 
been added, NOT. See Example E. 

If you used a letter as input to a 
numerical value, as in answering 
questions with Y for yes and N for no. 
Level II will not accept a letter in a 
numerical variable. See Example F. 

If you used A$ and B$ without 
quotes in Level I, you will need 
quotes in Level II. See Example G. □ 



Rev. George Blank 





LEVEL I 


LEVEL II LEVEL 


HMANUA 


A. 


PRINT AT; 


PRINT® 


3/2 


B. 


FORATOB 


FOR A TO B 




C. 


F.A=OT012:A(A)=0:N.A 


DIM A(12) 


4/3 


D. 


IF POINT THEN 50 


IFPOINT=— 1THEN50 


8/2 


E. 


IF(A=1*(B=1)+(C=1) D=l 


IF(A=l)AND(B = l)OR(C=l) D=l 


8/10,1/6 


F. 


10Y=0:N=1 


10 INPUT X$ 






20 INPUT X 


20 IF LEFTSfXS.D^'N" THEN 50 






30 IF X=l THEN 50 






G. 


A$=SAMII 


A$= 4, SAMII" 


5/6 
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Since the dawn of civilization man has sought a 
better explanation of the mysterious forces that seem 
to govern our lives- Learn the secrets of ancient 
Egypt, Benefit from the special knowledge once 
reserved for High Priests and Conquering Kings. Or 
better yet, if you don't believe in any of that, just 
bring it out the next time someone you know says, 
"Gee, it's a nice-looking computer. What does it 
do?" 

Available on prerecorded Audio Cassette for the 
Level I or II 16K TRS-80 Microcomputer - $9.95 

THE TRS-80 SOFTWARE EXCHANGE 

17 Briar Cliff Drive 

Milford, New Hampshire 03055 
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TRS-80 

PROGRAMMING HINT 

Here's a subroutine that 
can provide a handy ref- 
erence of block characters 
for graphic displays. The 
program simply prints a 
chart of TRS-80 2 by 3 
graphic chararcter struc- 
tures* and their respective 
values. 



' 1# ' 138* 131* 1321 153. M3* f \k- . 1**1 y/ i 13 



\ iS ■ -W I HI i 14? 1 1*3 ^ tU J 1ft J t« J 1*7 | u 



I jfl f 1»| fii / 15£| 153 } 154 J 196 p 156 \> 157 J 156 



f 15? ^ 168 r f 13 J 162 ■ 163 ^ 164 ^ 165 ^ Lft J 167 j*j& 



^ 169 j' m 1 171 f 172 1, 173 J 174 I 175 m \?i ^ fr^sB. 



■ 17? fc i» J 18i j L8£[ 133 j 1B4 J 185 J 136 ] iff 1 IBS 



| m | m | m m m press am to ojatf . ; 



26660 OS: X=i# 

26885 F0RMT07:F()IU^TIfri»SK9ei8:m:l^^ (CXTKJCXTI 

26867 UWnWSS ENTER TO RETURN'; W 

^8l*IlfTf^(X?i!t(^{M).^+l ; C^f){+2).:X+lC^«+3);l{+ia»(XH);XH 
28815 IFX4E3 GOTEEeee? ELSE RETURN 
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BAD CODE 

Here's a little puzzle that should have even the most 
experienced of exterminators scratching their heads. 
Can you find the bug ? We'H publish the answer in our 
December issue, Good Luck ! 



'M fiEtl : PfiOGRrtN Su6 FOUNT* 6V 


326 m m TO 4? 


12-3 PS : LnNCE K0£& 


348 FOR M TO 12? 


14*3 fiEfl ' NIMJKKI, VBWfff 85484 


.158 SET(X,V> 


iee f£H : 


3§8!£XTX 


188 REH 


466 IF H THEN 446 


an set em vou nwz out nhv this 


428 NEXT V 


228 KM PROGRSH 5IVES ft "NF a £i$3R. 


446 FCS X=2 TO M STEP 5 


248 REN 


468 FOR ¥*8 TO 47 


2GB WUT'EWEi? mm AWI 1 TO 47 s ; N 


mimm® 


288 IF H < i OR S ) 47 OR N JMTfN) THEN 266 


588 m t 


mas 


528 NEXT X 




548 QOTO 548 
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CORRECTION 



CALCULATOR 

In trying to get the first issue of 
SoftSJde in circulation as quickly as 
possible, we neglected to include the 
Level I to Level 11 conversion 
information for CALCULATOR, For- 
tunately, we remembered. Unfortun- 
ately, not until all of the first printing 
had been mailed .... 

After a suitable period of mourning* 
we resigned ourselves to the fact that 
about all we could do at that point was 
include the conversion information in 
the next issue and hope our "sin of 
omission" hadn't caused any undue 
hardships. We had no way of knowing 
the devastating consequences of our 
misdeed. 

We got a call from a fellow out in 
Wisconsin, It seems that he was 
trying to convince his wife that his 
shiny, new 16K Level D TRS-80 was 
capable of performing practical, 
useful tasks. His wife, who up to then 
had only seen this technological 
marvel zap Klingons, was somewhat 
skeptical. 

Well, he had just received his first 
issue of SoftSide in the afternoon 
mail, and seeing the CALCULATOR 
program on page 39, he seized upon 
the opportunity to make his point with 
the Mrs. We can only imagine what 
happened from there. 

Our sincere apologies. 

Here's the cure: 

30 PRINT 'FUNCTION" ;: 1HPUT F$ 
31IFF$ = 4, A J, F=1:GOTQ40 
32IFFS= "S"F^2:GOTO40 

33 IF F$ = "X" F^3: GOTO 40 

34 IF FS ™ "D" F=4: GOTO 40 
351FFS^ "MTGOSUR140 
36fKF$= 'R"GOSUB150 
371FF$= "K'*GOSUEI60 



381FF$= "T"GOSUB170 

39 GOTO 55 

50ONFGOSUB 100, 110, 120, 130 

320 PRINT®, "X**, "MULTIPLY 1 , 

"S=", "DIVIDE" 



PROJECT DEATH STAR 

For Level II 

As listed on pages 33-36 of the 
October issue, PROJECT DEATH 
STAR is a Level I program only. 

Those who read the article will recall 
that the CLEAR key was used as in 
interrupt while in EXECUTE mode — 
a function that the Level II machine 
will not tolerate* 

The same effect can be accom- 
plished in Level II by using the 
INKEY function. For PROJECT 
DEATH STAR conversion to Level U, 
just substitute the following lines: 

55 Delete 

210 C$ = INKEY $: IF C$ = it% * 

GOTO 212 

305S = S-l:IFS = 0GOTO500 




GOT A 

PROGRAMMING 

PROBLEM? 

If you ever find yourself in need of 
some fast answers, an easy 
solution, or just a sympathetic 
ear, call SoftSide's TRS-&0 
Hotline. 

From 7:00 to 8;00 on Tuesday 
nights, our resident software 
editor will be "on line" to offer 
BASIC programming assistance 
to TRS-80 Level J and O users in 
need of a fix. 



i 



i HOTLINE 503-673-5144 D 
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THAT'S RIGHT! 
YOU CAN TURN 
TES-80 INTO A 
REGISTER WSTH 
FEATURES FOUND ONLY 
ON MACHINES COSTING 
THOUSANDS! 



• Twelve Departments that Yon Can Customize ! 

• Stores up to 300 Sale Events by Department and 

Amount ! 

• Total Dally Sales Report ! 

• Cash-out Routine ! 

• Can even be used with Screen Printer to furnish 

Receipts ! 

• Best of all, it runs on either Level 1 or II , 4K or 16K 

TRS-SO Microcomputers ! 
If youVe been considering adding the convenience and versatility 
of a small computer to your business, for use in Inventory 
Management, Business Accounting, or any of hundreds of other 
useful applications, here's one more reason to do it today, At this 
price, you'll never find a better buy. 

Available on Prerecorded Digital C as sett for the Level I or II f 4K 
or UK TRS-80 Microcomputer - $9.95 

The TRS-80 Software Exchange 
17 Briar Cliff Drive 
MIIford,NH 03055 

_isyp& 
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T&AU'S MIA 



Trolls never have done very well in public opinion 
polls, probably because of their penchant for eating 
any unsuspecting traveler who strays their way. The 
"miscreant muncher" in this particular game is no 
exception in that regard, but the fact that ne's sitting 
on enough gold to underwrite the national debt could 
well make the trip worth your while. One word of 
caution: reaching the gold is only half the battle — 
he'll be doing everything he can to prevent you from 
getting it back out again. 

S DIN fl(iiB) 

10 REfl * TROLLSGOLD ♦ 

28 RBI * JULY 17 1978 * 

25 REM * COPYRIGHT 1978 GEORGE BUNK. LEECHBURG PA • 

38 GOSUB 6888 

SB G=8:P=1:T=36 

88 G0SUB2888 

98 G0T01888 

188 REM * DRflH GRID * 

185 as 

118 F0RX=8T0128 

us if xae nous 

128 SET0C8) 

136 SETQC6) 

148 SET(X, 12) 

158 SET (X, 18) 

168 SETOC24) 

178 SETOL38) 

186 SET(X,26> 
198 fEXTX 
288 F0RY=1T035 
218 SET(8.V) 
226 SET (28, V) 
238 SET(48,V) 
246 SET (68, V) 




251 SET<88,Y) 




268 SET(188,V) 


278 SET<128»Y> 


268 KXTY 


298 SET(6,1>:SET<8,2>:SET(1,2):SET(2,2>:SET<2,3):SETG,2> 


388 SET<3,4):9ET<4,4):SET<4,5>:SET<5.5> 


318 IF 6=1 Tt£N498 


328 F0BM82T0112 


338 SETOC35) 


348 reax 


358 F«B=184T0118 


368 SET (X, 24) 


378 ICXTX 




388 F«X=i86T0i88 




398 SETOC33) 




488 NEXTX 








428 G0SU6S298 




498 RETURN 




1888 REM * MftSTER ROUTIW * 




1818 IFP0INT(15,36)=8G0SUei68 




1828 G0SUB2798 




1188 8PSU83M 


1288 G0SUB3388 


1918 GQSU62868 


1998 GOT01888 


2888 REN* DOORS* 


2818 F0RMT0U8 


2828 fl<fl)=8 


2838 NEXTft 


2848 F0Wf=?T036 


2858 fl<fl)=l 


2868 NEXTfl 


2878 F0RfM2TO56 


2888 fl(fl)=l 


2898 fl(ft+6)=l 


2188 fl(ft+12)=l 


2118 ft(ft*18)=l 


2128 ft(fH24M 
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2138 


(KIH38M 


2148 


KXTfl 


2156 


RETURN 


2288 


RBI * V COORDINATE OF DOOR • IN. D * OUT. V* 


2218 


IF DM9 THEN2288 


2228 


IF K13 V=6:G0T02338 


2238 


IF D09 M2:GOT02398 


2248 


IF DC25 V=18:GOrO2390 


2258 


IF DG1 V=24:G0T0239e 


2268 


IF D>36 V=36:G0T0239e 


2278 


V=38:G0T023» 


2288 


IF D<57 V=5:Q0T02398 


2298 


IF D<63 Y=il:GOTO2390 


2388 


IF 1X69 M7:G0T02398 


2318 


IF DC75 V43:QOT02398 


2328 


IF D<81 V=23:GOT02398 


2338 


V»35 


2398 


RETURN 


2488 


REN * X COORDINATE OF DOOR * IN. D * OUT. X* 


2418 


2=0 


2428 


IF ZM9 MN253B 


2438 


Z-Z-6 


2448 


IF DC THBB438 


24S8 


Z»MT<Z*.2) 


24(8 


IF 24X48 


2478 


IF2»2X»38 


2488 


IF Z>3 x=se 


2498 


IF2*4X*78 


2908 


VMMI 


2911 


IFMX418 


2928 


00T02598 


2938 


Z^M4 


2548 


«-€ 




IFZK T«H2548 


2S55 


MNT(2+,2) 


256* 


IF 2-2 X>2B 


2565 


IF2*3XM8 


2578 


IFZMJW8 


2575 


IF 24 Ml 


2560 


TFWX-m 





RETURN 




REH * SELECT DOORS * 


26ie 


D=RND<88>+6 


2626 


IFfl(DX>l TKN2618 


2638 


fi<D>=2 


2640 


QDSUB2288 


2658 


G0SUB2488 


2698 


RETURN 


2788 


REN * MUCH DOORS ARE OPEN? * 


2718 


rw IMTOIII 


2728 


GQSUB2688 


2738 


«B)=© 


2748 


RESETOCV) 


2758 


IF D<48 R£SET<X-LV>: RESET (X+LV) 


2755 


IF D>48 RESET OOM) 


2768 


NEXTB 


2778 


mum 


2798 


RETURN 


2818 


REH * CLOSE DOORS * 


2818 


F0Rft=99T0U8 


2828 


NOD 


2838 


MUM 


2848 


MM 


2858 




28G8 


0QjUnT488 


2878 


SETOCV) 


2888 


IF DC48 SET(X-l,V):SET(X*i,Y) 


2885 


IF 0)48 SETCX, Y-l) 


2898 


NEXTA 


2895 


RETURN 


3888 


REH * LOCATE TROLL * 


3818 


C-T+6 


3828 


GOSUB2298 


3838 


GQ9JR24dd 


3848 


x=x« 


3858 


W-3 


3881 


RETURN 


3188 


REH * RESET TROLL ♦ 


3118 


RE5ET<X-3.M>:HSETtt-2,W> 


3128 


R£SET(X-2,Y):RESET(X-LV): RESETOCV) 



3138 


RESET(X-LY+i):RESET(X,Y+i).RESET(X+LY+l) 


3148 


RESETOM, V+2) : RESEKX+L Y+2) 


3198 


RETURN 


3288 


REM * SET TROLL * 


3218 


SET<X-1M):SET<X-2,V-1) 


3228 


SETGC-2, V) :SET(X-li V) :SETOC V) 


3238 


SET(X-Lm):SET<X,W):SET<X*i.Wl) 


3248 


SET<X-LY*2):SET(X+LY+2> 


3298 


RETURN 


3388 


REN • CONTROL TROLL • 


3318 


Q06UB3888 


3328 


WBKBM 


3338 


OT-P 


3348 


IFKB THBB378 


3368 


QOT03488 


3378 


OflBS(C) 


3388 


IFC<6 THEN3688 


3398 


Q0T03788 


3488 


REM * HOVE TROLL UP * 


3418 


IF T<7 THEN3588 


3428 


1FA(T)=2 T=T-6 


3438 


IF T=*> THEN4888 


3588 


REN * HOVE TROLL OUT * 


3518 


IF W, THEN3688 


3528 


IF fl<T*58>*2 T«M 


3538 


IF W THEN4888 


3548 


IF R(T)>2 THENW-6 


3558 


G0T03888 


3688 


REH * HOVE TROLL IN * 


3618 


IF fl<T*51)«2 T*T*1:G0T03738 


3788 


REH * HOVE TROLL DOWN * 


3718 


IF T>38 THEN3888 


3738 


IF T=f THEN4888 


3748 


IF fl(T*6)«2 T=T*6 


3888 


REH * END TROLL TURN * 


3818 


IF T«f MN4888 


3828 


G06U63888 


3838 


G0SUB3288 


3898 


RETURN 
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5198 RETURN 

5298 REM * SET PUWER ♦ 

5218 SETOCV-1) 

5228 SET(X-LY):SET(X,Y):SET(X*i,V> 

5238 SET(X-l,Y*i):SETaM,V*l> 

5248 IFG=1 SET<X+2,V-1>:SET(X+2,Y):SET<X+3,Y-1):SET<X+3,V> 

3298 RETURN 

5388 REN » CONTROL PLAYER • 

5385 1F(A(P><2)*(A<P+6)<2)*(A(P+58><2)*(A(P+51X2> THEN549I 

5318 INPUT-UP, KM, RIGHT (OR IN), LEFT (OR OUT), 

OR STRV*iM:E4:Ef>l£FT*(M,l):IFEf' a U a THEN E=-6 

3315 IF E*="0" THEN E4 

3328 IF E$='R" OR E$=M" THEN E=l 

3325 IF E$=V OR E$="0" THEN E=-l 

5338 J=8 PRINT* 832, 

5348 IF(E<8)flND<P=l)AM>(G=l) THEMSBB 

5358 IF(E=-6)«(A(P)=2) J=£ 

5368 IF(E=6)*<A(P+€)=2) M 

5378 IF(E=1)*(A(P+51)=2) J=€ 

3388 IF(E=-l)*(A(P+58)=2) J=€ 

5398 IFMTHEN5498 

5488 G0SU65888 

5418 G0SUB5188 

5428 P=f *J 

5438 IF P-36 THEN5588 

545*3 G0SIB5286 

5468 IFT*THEN4888 

5478 Q0T05388 

5498 RETURN 

9988 IB * TKE GOLD * 

5518 GOSUB5686 

3528 G=l 

5538 G0SU65288 

5548 G0SUB5788 

5398 G0T05388 

5788 REM * RESET GOLD * 

9718 F0RX=182T0111 

9728 RESET(X,39) 

9738 KX7X 



5746 F0RX=ld4T0118 

5756 ft£SET(X,34) 

5766 NEXT* 

5778 F0RX=i86TG188 

5788 RESET(X,33> 

5798 NEXTX 

5795 RETURN 

6888 OS 

6818 PRINT 

6828 PRINT CHRK23) 

6838 PRINT'TRGLLSGOLD* 

6848 PRINT 

6858 PRINT'IF VQU ARE FOOLHflRW ENOUGH TO" 

6868 PRINT-DESCEND TO I* LONEST i IIMOST" 

6878 PRlNT'REfiOCS OF R CAVE IWftBITED" 

6888 PRINT'BV ft NRSTV TROLL JUST TO' 

6898 PRINT-STEM. HIS fiOU>..." 

6188 PRINT 

6118 INPUT'PRESS ENTER'; ft* 

6128 as 

6138 PRINT PRINT CW$<23> 

6148 PRINT'PLEASE DON'T FEED TIC TROLL" 

6158 FOR ft=lT0388 NEXT ft 

6168 RETURN 

9999 G0T09999 



.jiiiiiiimiiimimiiiiiiiiiiiiiiiiiiMiiHiHmiiiiiiiiiii. 

I Although It I* our intention to publish programs in line I 



• our reader*' transcription, we realize that the 



; To better serve ear readers, 

Z program are being made available for 

Z the TRS-80 Software Exchange. 

= If the "prerecorded" mote is best Ik you, 

box on the order form in the TRS-80 Software 
> of this 



of <■: 



'■iiiiiiiiiiMMiiiiiiiiiiiiiMiiiiiiiiiiiiimiiimifiiiiiiiii i 
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RADIO SHACK 
COMPUTER OWNERS 

TRS-80 MONTHLY 
NEWSLETTER 



PRACTICAL APPLICATIONS * BUSINESS • GAMBLING 

• GAMES • PERSONAL FINANCE • NEW PRODUCTS 

• BEGINNER'S CORNER • SOFTWARE EXCHANGE 

• MARKETPLACE • QUESTIONS AND ANSWERS 

• M. A. S. PROGRAM PRINTOUTS • AND MORE 



MATHEMATICAL APPLICATIONS SERVICE 

BOX 149 RS 

NEW CITY, NEW YORK 10956 

Please send me a 1 year subscription to the TRS-80 NEWSLETTER. 
$24.00 enclosed [check, money order or charge] 

MASTER CHARGE # 

VISA # . 

EXPIRATION DATE 

SIGNATURE 

NAME 

ADDRESS 
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RENUMBER 



No, it's not a game, but it can make renumbering your 
programs seem like child's play! 

If you find yourself renumbering your BASIC programs 
to provide room for additional lines, or just to make 
things neater, this 13K program has got to make your 
life easier — it can renumber a 12K program like 
Treasure Hunt in just 32 seconds! 

■ inmifliHiniH 

The user has complete control over which lines are re- 
numbered and how — including all GOTO's and 
GOSUB's. You can even renumber the middle of your 
program and leave the beginning and ending alone. If 
an undefined line is found, the program will display both 
the line which caused the error, and the unfound line 
number, thereby making corrections much easier. 

■ IHIHIBIHIHI ■!■!■!■ 

You may have seen other renumbering programs, but 
none with this many features, No external tables are 
used, RENUMBER runs in 1300 bytes of high memory, 
regardless of program size, and loads with the SYSTEM 
command. Versions are available for 4, 16, 32 and 48K 
machines. Be sure to specify memory size desired, or 
16K version will automatically be supplied. Compatible 
with Disk BASIC. 

■ IHIHIHIHI ■!■!■!■ I ■>■!■!■ 

Available on Digital Cassette for the Level II 
TRS-80 Microcomputer — $15.00 

THE TRS^BO SOFTWARE EXCHANGE 
17 Briar Cliff Dr. Milford, NH 03055 

■ IHIHlBIHlHIHIHiaiHIHIHIHIHIH 
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PPING LIST 




"Oh, good, you're back!" 

"Yup, the groceries came to $46.20 this week. These prices are 
really getting out of hand." 

"Sure ere. Did you get the cheese?" 

"Cheese? That wasn't on the shopping list!" 

"I know, but how are we going to have a cheese souffle tonight 
without it? If you hurry up, you can still catch Duffy's Variety 
before if closes.' ' 

"But..." 

"C'mon, hon t really, Duffy's is going to close en 15 minutes! 9 ' 

"lucky Duffy." 
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As presented, this program is intended to serve as a 'memory 
jogger 1 when it comes time to make out your weekly shopping list. 
In feet, it can be used to tail up for review just about anything you 
want, from nuts and tolls to baseball cards, and then list your 
selections when you're finished. 

We've included a Ust of common iy purchased (and some not 30 
commonly purchased) foodstuffs for your convenience. Just type 
them in in the manner shown in the DATA statements (lines 1000, 
1010, 1020(, Once your data statements ars composed, count thenr* 
and alter line 5 so that X the tota! number of entries to be listed. If 
you area Levei i owner, eliminate the D!W! statement on line 5, Use 
this program as a finai check before taking off for the supermarket 
next time, end who knows ... you may ge$ heme before bAr, Duffy. 



5 ibm-mmm) 

2® OS 



^i b 9 6 i 1 1 1 1 1 1 1 1 1 i o& a h a es b a 1 1 1 a^ 

* TJiis is n lBn^\ ]) program. To 3 

- msfce tftis progfam run to UtoE I ™ 
r z mach&as, chains all FftNT® to " 

- P.AT and delete m BBfW stale* ™ 
2 RiontonHfifclO. 2 
"s ! e s 1 i 3 1 1 1 %u § si 1 1 1 11 1 a i & a a a z a f 



lie RE««j,e* 

148 EXU: RESTORE : 00518288 :G0TO38e 

288 PRM8832, :IMWEHIER M » if fflE ITEH DESIRED i8 IF MK)',P 

285 IFPMKIHTEWW ERSD8'- :G0T8288 

218 IFP=aCLS;PRIKTTflB<23>j "SaECTIOKS" RElUWt 

22ft fi<s>=p:S=s+i GOTOaee 

388 PRIKTW9, "SH0PP1MG LIST':PRINT 

385 F0RI4T0S-1 

318 FQRMTQX 

315 REflMJ:IFfi<I>=JPRINTM, :J=X 

328 (EXTJ: RESTORE MEXT1 

338 G0T0J38 

1888 DflTSSL 12, 13, R 85, K. 17, 18, 89, lift 111 ft£ 113. «4, US, lit. tt?, US 

1018 DflMlft 128, 121 K2, 123, 324, 125, 126, 127, #8, 829, IB 131, 132. 133,834 

1828 DATOS, 136, 137, 138, 133, 148, 141 142, M3, 144, 145, tfe 147, 848, 143, 156 



FISH 


VARIETY MEATS 


LAMB 




Cod 


Kidney 


Lamb Chops 




Flounder 


Heart 


Leg of Lamb 




Haddock 


Brains 


Rib Roast 




Pollock 


Tongue 
Liver 


Loin Roast 




Halibut 
Salmon 


Lamb Shoulder 
Ribs 




Tana 


DRIED FOODS 






PORK 


Apples 


BEVERAGES 




Bacon 


Apricots 


Hot Chocolate 




Chops 


Figs 


Cocoa 




Ribs 


Peaches 


Milk 




Loin Roast 


Prunes 


Coffee 




Blade Steak 


Pears 


Tea 


v 


Boneless Canned Ham 
Ham Roll 
Picnic Shoulder 


Peas 
Lentils 


Powdered fruit drink 
Bottled Fruit Drink 




Kidney Beans 
Pea Beans 


Orange Juice 
Lemonade 


- 


Ham Slice 


Soybeans 


Limeade 




Salt Pork 


Pinto 8eans 


Soda 


: 


Sausage 


Navy Beans 


Wine 




Smoked Ham 


Milk 


Cider 




Crown Roast 




Eggnog 
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IIMALTOD'DT 

Cat — dry 
Cat — wet 
Dog — dry 
Dag — wet 
Dog Biscuits 
Catnip 
Kitty Litter 

FRUIT 

Apples 

Tomatoes 

Oranges 

Lemons 

Limes 

Grapefruit 

Kumquats 

Tangerines 

Peaches 

Apricots 

Cherries 

Grapes 

Pears 

Plums 

Rhubarb 

Bananas 

Melon 

Avocadoes 

Pineapple 

Strawberries 

Blueberries 

Raspberries 

Coconuts 

Canteloupe 

Prunes 

Watermelon 



FROZEN FOODS 

Vegetables 

Fruits 

breads 

Pizza 

Main Dishes 

Desserts 

Juice 

Fish 

Meat Pies 



BREADS 

White * 

Rye 

Wheat 

Oatmeal 

Brown 

Corn 

Raisin 

Bisquits 

Coffee Cake 

Doughnuts 

Muffins 

French 

Italian 

Breadsticks 

Roils 

Hamburg Rolls 

Hot Dog Rolls 

English Muffins 

Stuffing 

Pancake Mix 

Waffle Mix 

CHEESE 

American 

Blue 

Cheddar 

Cream 

Jarlsberg 

Swiss 

Parmesan 

Camembert 

Brie 

Gruyere 

Cottage 

fiicotta 

Roquefort 



SEAFOOD 

Shrimp 

Crab 

Oysters 

Scallops 

Lobster 

Clams 



BAKING 

Cake Mix 

Pie Mix 

Chocolate Chips 

Nut meats 

Raisins 

Brown Sugar 

Granulated Sugar 

Confectionary Sugar 

Baking Soda 

Baking Powder 

Cherries 

Flour White 

Flour Wheat 

Flour Rye 

Vegetable Shortening 

Vegetable Oil 

Lard 

Flavored Extracts 

Spices 

Cream of Tartar 

Food Coloring 

Cocoa 

Unsweetened Chocolate 

Corn Syrup 

Molasses 

Candied Fruits 

Coconut 

Salt 

Corn Starch 

Dates 

Pie Filling 

Brownie Mix 

Honey 

Toothpicks 

Candy 

MarshmaJiows 



CANNED GOODS 

Soup 
Gravy 
Vegetables 
Fruit 

Drinks 
Tomatoes 
Tomato Paste 
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MISCELLANEOUS 

Popcorn 

Cornmeat 

Oatmeal 

Mayonaise 

Pickles 

Ketchup 

Mustard 

Salad Dressing (bottle) 

Salad Dressing (mix} 

Jam 

Jelly 

Peanut Butter 

Worcestershire Sauce 

Tabasco Sauce 

Steak Sauce 

Horseradish 

White Vinegar 

Cider vinegar 

Wine Vinegar 

Olive Oil 

Wheat Germ 

White Rice 

Grown Rice 

Noodles 

Spaghetti 

Macaroni 

Gelatin 

Jello 

Pudding 

Cereal 

Cookies 

Crackers 

DAIRY 

Butter 

Eggs 

Yogurt 
Sour Cream 
Light Cream 
Heavy Cream 
Half& Half 
Cool Whip 
Miik — Wilde 
Skim Milk 
ice Cream 
Ei/apomted Fvlllk 



POULTS V 

Chicken 

Cornish Hen 

Duck 

Goose 

Pheasant 

Squab 

Turkey 



VEAL 

Shoulder 
Blade Roast 
Ground Veal 
Leg 

Veal Chops 
Rump Roast 
Sirloin Roast 



HOUSEHOLD 

Paper Towels 
Toilet Paper 
Paper Napkins 
Dish Detergent 
Laundry Detergent 
Fabric Softener 
Bleach 

Steel Wool Pads 
Ammonia 
Oven Cleaner 
Window Cleaner 
Floor Cleaners 
Floor Wax 
Silver Polish 
Copper Polish 
Aluminum Foil 
Waxed Paper 
Plastic Wrap 
Plastic Bays 
Garbage Bags 
Rubber Gloves 
Maichr^ 
Bubble Bath 
Pecih 
ouic-Jeil 



VEGETABLES 

Potatoes 

Sweet Potatoes 

Onions 

Lettuce 

Cabbage 

Celery 

Asparagus 

Carrots 

Beets 

Radishes 

Broccoli 

Peppers 

Cucumbers 

Turnip 

Brussel Sprouts 

Mushrooms 

Spinach 

Corn 

Peas 

Pumpkin 

Acorn Squash 

Summer Squash 

Zucchini 

Winter Squash 

Beans 

Soybeans 

Sprouts 

Eggplant 

Shallots 

Chutney 

Parsley 

Chives 

Cauliflower 

BEEF 

Pot Roast 
Chuck Roast 
Sirloin Roast 
Ribs 

Club Steak 
Corned Beef 
FlanK Steak 
Hamburger 
RiLj Eye Roast 
Sirloin Steak 
1 -Sons SteaK 
Frankfurters 
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STATISTIC 




This powerful set of procedures is of use to students, uistuctors, 
| behavioral and research scientists, statisticians — anyone using these 
J statistical formulas for practical or research applications : 

RANK -ORDER DATA A simple program utilizing a 
Shell-Metzner sorting routine to rank data in an ascending manner. 

CENTRAL TENDENCY Given a set of raw data, this program 
ranks and displays raw data (optional), N, X, X , variance, 
standard deviation, the Median, and the Mean, 

PEARSON PRODUCT-MOMENT CORRELATION COEFFICIENT 

Given N pair (X,Y) of da'a, the program computes mean, standard 
deviation for 5 and Y, and R. An option is available to utilize a 
regression equation to predict Y given any value of X. 

CHI- SQUARE Given law data for any number of rows and 
column, the program will optionally display a raw data printout with 
observed and expected values; row, column, and grand totals; and 
gives the used CHI and DK 

FISHER T-TEST Given 2 sets of raw data for either equal or 
unequal N, the program computes and displays N, mean, standard 
deviation and standard error of the mean for both data samples as 
well as T and DF- 

SIMPLE ANALYSIS OF VARIANCE Given raw data for any 

number of conditions, the program computes and displays N, Mean 
and Standard Deviation for each condition as well as SSbg, SSwg, 
SStot, DFbg, DFwg, DFtot, MSbg, MSwg, and the F. 

Z-SCORES AND STANDARD SCORES Given N scores, the 
program computes a Z-score for each N. The user has an available 
option to compute a standard score for each N given the desired 
Population Mean and 3, D. 

RANDOM NUMBER GENERATOR Given the upper and lower 
limits, this program produces a list of N random numbers useful in 
research and experimental design, 

NOTE: The basic formulas for these major statistical procedures were 
derived from the textbook, " Elementary Statistics", by Janet T. Spencer, ■ 
Benton J. Underwood, Cari P. Duncan, and John W. Cotton. Appleton - ■* 
Century - Crofts Psychology Series, New York, 1968. 



Available on Digital jAudio Cassette for the Level B TRS-80 
| Microcomputer - $20.00 

The TRS-&0 Software Exchange 
17 Briar Cliff Drive 

_ Milford. NH 03055 .___^^ 




END ZONE 



It's Autumn again, and around this 
part of the country, trees are changing 
color and roadside stands are stocked to 
capacity with this year's crop of apple | 
cider. The nights are getting colder, 
there's no denying that, but Fall isn't! 
the only thing that's in the air. 

With the exception of Thanksgiving, 
and all its attendant visiting and 
overeating, the game of Football must 
might be the biggest thing that ever 
happened to the month of November. 
No matter where you go, "Monday 
morning quarterbacks" and linebacker 
alike are watching, talking or playing 
this cool-weather sport. Now, with the 
help of your computer, you can 
participate in this bone-crunching 
pastime any time of the year, day or 
night, regardless of your physical 
condition. All you need is a little time at 
the keyboard and a willing opponent. 
SoftSide presents END ZONE. 



The game begins, appropriately enough, with the 
toss of a coin (computer currency, of course). Once the 
receiving team has been determined, the "kickoff" is 
initiated by a keyboard input, and the game is on. 
Anything is possible. The ball may be caught and run 
back for some fantastic yardage, or you may find 
yourself 7 yards into the end zone for a touchback. 

The next prompts you'll see ask both teams if there 
are any offensive or defensive time maneuvers. If 
delaying tactics are desired, simply press 1 and 
ENTER The offensive team's options include: time 
out, quick huddle, or slow down, while the defensive 
team may opt for either the slow down, or time out. If 
none of these maneuvers 
are desired by either 
team, any keyboard input 
other than 1 will return 
you to the game. 

A quick glance beneath 
the playing field, which is 
shown at the top of the 
screen will reveal the 
game's statistics. At this 
point in the game, an 
average display might be: 

Note the time clock. Yes, there really are four 
15-minute quarters — complete with the "two minute 
warning" at the end of the game. 

After pressing 1 and ENTER to continue, a list of 
offensive options are displayed beneath the playing 
field; run weak side, run strong side, sweep, delayed 
run, run up the middle, short pass, medium pass, long 
pass, punt, field goal, and that play so familiar to any 
back lot touch football player — the old "razzle 
dazzle." Before making your selection, ask your 
opponent to get you a cup of coffee, or maybe have 
him look for that pencil you dropped under the table. 
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The important thing is that he not view your offensive 
play selection. After all, when was the last time you 
saw a player from the defending team saunter over to 
an offensive huddle? If you're known for a "poker 
face", now might be a good time to use itl 

Once you've made your selection, the computer 
displays a list of possible defensive alignments; blitz, 
prevent, stacked, balanced, keyed short pass, keyed 
medium pass, keyed long pass, keyed long run, keyed 
sweep, and goal line. As in the real game, the amount 
of yardage the offensive team can expect to make 
depends on the defensive team's influence on the 
offensive play. 

When both teams have made their choice, the 
computer prints both teams' strategy, and the ball is 
put in motion. From this point on, the number and 
variety of play situations that can occur far exceed the 
space available in this magazine. 

If you selected a passing play, and the computer 
didn't deem your pass "uncatchable," you just might 
connect for some exciting passing and running 
yardage, or you might just as easily get sacked, and 
lose some of that precious turf. If you did manage to 
get the ball off, there's always the chance that you 
might have thrown right into an interception. Or, 
maybe your receiver caught the ball, only to fumble a 
yard or so down field. Then again, he just may recover 
the ball, avoiding a potentially dangerous run back. 
If you chose a running play, you might find that the 
handoff was successful, the runner cleared the line, 
then the defensive linemen, then the linebackers, only 
to be tackled by a safety a split second later. 

Whether running or passing, both teams are subject 
to the ever-present penalty flags of the referees, 
offsides, encroachment, illegal formation, taise start, 
holding, personal foul. It's no use arguing they don't 
m iss a trick ^^^^^^^^^^^^^^^^^^^^^ 
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After a few plays, and barring any fumbles or 
interceptions, you should find yourself somewhat 
further down the field. Keep an eve on the number of 
yards to the first down. What do you do if you're 
fourth down and 65 to go? Why, punt! Defense has the 
choice of whether to cover the return or attempt to 
block. There's even a provision for calling a "fair 
catch". 

To sum it all up, this simulation comes about as close 
to the real game of football as you can get, without 
getting your clothes dirty. It falls under the general 
category of "computer games", but clearly it is a 
game of and for people. 

Now, I want you to go out there and win. Play clean, 
and play hard ... and say, while you're at it, someone 
please win one for the Gipper. 

2 RBI * SOFTSIDE PRESENTS * 

3REH * ENDZOE « 

4 REM * COPYRIGHT 1977 * 

5 REM » ROGER ROBITRILLE « 

9 T=68B:B(i)=3:«(2)=3:»=8:l*=8:fl<3)=3 CLS 
18 F=ie:P=e:D=l:G=l:L=€5 
U IFT=*88:G0Ta» 

12 CLS:PR1NW53& 'SECOND HflLF BEGINS" ;G0SUB538e:G0SUB2988 

13 6=fl<e):fl(i)=3:R(2)=3:(»T01188 
28 HBMH92, 

21 PRIMT'00000 0000 00000 000 00000 
22PRINH) 00000 0000000 

23PRIKT-000 0000 0000000 

24 PRIMT-0 00000 000000 

25 FRINT'00000 0000 00000 000 00000 

26 QOSUB528B:PRINTMI6TRUCT10HS 

27 PRINT- THIS VERSION OF F0UIWLL CLOSELY F0106 TIC PRINDIPfL RULES* 

28 PRINP0F ftERICflN FOOTBALL AS PLMD ON TIE TRS4& TIE OFFEHSIVE 

29 PRIKT-PUIVER SHOULD RSK THRT THE DEFEIDIHG PLWER HDT VIEH TIC" 



38 PRINT-OFFENSIVE PLflV SELECTION. 

31 INPUT-HHO IS THE HOE TEflrTiAMNPUT'HHO IS TIE VISITING TEMCBI 

35 GosuKeee mmm, "coin tossvgoskiw r=r»i2> ifihprintb*, :Goto3? 

36 FRINTRt; 

37 PRINT' HILL RECEIVE THE BflLLVFORMTOlSee ■JEXTI:G0SUB5888:G=fi:fl<8)=fl 

38 fl(8)=fl(8)*l.IFfl(8)>2fi(8;=l 
39GOT0U88 

888 L=L-H:WH1.F=F-H.IFL<1G0T0828 

881 G05UB5288 GQSUB5888 

882 IFK1G0TO828 

883 1FF<1G0T0845 
m «MBW P9W 
885G0TO658 

828 PRINT iPRINT'TOUCHDOHNV PRINT :eMUB982 

821 Q0TOU98 

825 CLS:GOSUB1£88:GOT0858 

838 PRINT:PRINTT*(28),"SPFETV:G0SUe538e:G0StJei6ee:G0SlJB9ei:G0Syei6ee 

834 HffUTfJESS 1 HHEH REflDV FOR FREE KICK a iR:L=88:fNN>(38):m.-38-A 

835 G0SL81688 : QOT0856 

848 PRIHT.PRINTTflB<15>; "BflLL LOST ON DGMNS" : G0SUBS38e : 005061668 : GOT08S8 

845 PRINT :PRINTTfle(28), "FIRST 00W:F=18:(J0SU85388 

MfN 

858 00SDB155e : G0SLB5e89 : G0SUB1S08 : 00SUB2608 : O0SUB1616 

851 PRJNT > SCORE: 1 <M>llBlin'QUnRTER > ;X 

852 PRINT-POSSESSION: '* :IF(MPRINTft$. Q0T0854 

ib runt 

854 IF(T=38e)*(A<3)=i)G0T0ie 

855 PRINTLINE RENAMING:', :IFD458PRINT(T-458>/18:(»T0859 

856 IFT>3eePRINT<T-38e>/ie : GOT08S9 

857 IFTM5ePRlNT(T-158)/lB:Q0TDe59 
858PRINTT/18 

859 PR1HT'D0HN:",D, 

868 PRINT-FIRST DOHN VDS:",F 

865 PRIHT-VOS FOR R TD:',LT»E ()UTS:VH»E';ft<i>;'flNRV',fl<2> 
867 PRINT-PRESS 1 TO 60 ON". MNimi, ", : irPUTR.GOSUB5888:GOT0388B 
986 S=3:G0T0918 

981 S=2:G0T0916 

982 S=6:INPUT"EXTRfi POINT RTT i",Q 

983 fl=fi»<18):IFfi=9THEN986 
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SM S=S*1:PRINT"BCTIW POINT GOODVGOTQMS 
966 PRINT-DOM POINT NO GOOD" 

918 G0SLB53ee:G0Sl8919 

911 IF6=1GOT0915 

90MN5JERM 

915 INH5 

916 RETURN 

919G05UB5B8B 

928 PRINTKSOi "OOOOOO 000000 000000 00000 000000 

921PRINTTHB(10);'OO 00 00 00 00 00 00 

922 PRINTTflB(ie); "OOOOOO 00 00 00 00000 00000 

923 PRINTTflB(18); " 00 00 00 00 00 00 

924 PRINTTHB<18)i 'OOOOOO OOOOOO OOOOOO 00 00 000000V 

925 G0SUB5388: RETURN 

1180 00SUB5nB:L45:fNN>(12):IM>UT a PRES5 1 HEN ROW FOR KIttDFF a ;B 

11K E=2:tt=18:C=8:L=L-K-fl 

1183 G0SU65868 : IFl>^G0T0ii28 

1184G0T01188 

1185 PRINT-BRLL RECIEVED ON MM88-L "f» RUN BflCK'; H; "VRRDS" 

1166 tA«H 

1187 G09JB5298:GOSUB5888:(jOSUB168e:(jOT0858 

1188 PRINT'BflLL CflUGHT IN TK B0 ZOE' 

1189 ItfUTPRESS 1 TO ACCEPT TOUCWRCK'iB: IFBOKJ0T01128 
1118 L=28:PRlNT"T0UO«CX":G0T01ie7 
1128ft=R»<18):IFfK3fiOT01ie5 

1121 B=«D<18) : H=H+B : ft=RND<18) : IFfK6G0T01ie5 

1122 M»<18):H^:B=R»<18>:ireC?SOT01ie5 

1123 C=C+1;IFC<4G0T01122 

1124 ft=R»(28):H=«+fl:B=Rtl)(18):IFB<4G0T01185 

1125 PRINT'LONG GRIN* :C=C+i : IFC<6G0T01124 

1126 H=L:PRINT'R«HflCK FOR A TO UOCOW 

1127 0091KJ3ti8:Gfl5UB1688:tH.:E*3: 0010666 

1148 PRINT'RETURNFR DECKED I«DIfiTELV:B=8:GOT01i85 

1286 E=2:ft=RMX28):fi=«+8:G0SUe58ee:IFft>19G0T0122e 

1281 ft=R»(28):IFA<4G0T01238 

1262 fHN>(15):HB35*0:PRIini645. a FIMT QOES"; lfc"VI»SVW.-N:eDSUB5168 

1283 G0T01268 

1264M»<16>:IFR<4fi0TO1248 

12B5H4:06 



1296 M6K9) : IFR-K4GQT01214 

1217 fHN><8):H=4Hfl.C€+i:PRM»45, "BREAKS TACKLE" 003*5188: 1FK3G0T01286 
1288 PRINTO45, "BREAKING MW a .605185188 

1209 A=RMD<9): IFfK6G0TO1214 

1218 ft=fi»(15):W=mfl:C=C+l:IFH>L(»T0888 

1211 1FC<6G0T01289 

1212 ft=W(25):H=mfl:8=«CK2):IFB=2GOT01214 

1213 H=teoToe» 

1214 PRINT8845, "TflCKLED' :Q0aB5188:ft=RND<i5) : IFft=6G0T01243 

1215 PRINT8845, 'PWT RETURJCD", H, "YARDS 10 T*M-«:G0SUe5388 

1216 L=l-H:G0TQ858 

1228 PRINTIMS. 'PWT BLOCKED" :HH?»(28)+5: 00385188 

1221 PRINT8845, "BALL RECOVERED ON", 188-m : GOSUB5108 

1222 GOSUB1688:GOT0858 

1231 M8K25):H46*:PMII168«5, , 8flD FWT OF"; K. "YARDS - ID RUNBRCK 

17?1 G0SUB5188:G0T01222 

1241 PRINT8845, "PUTT COVERAGE VERV GOOD! "005165188 

1241 IMVr^IOa FOX FAIR CATCH (Y/N)"; A:GOSUB5198:GOT01258 

1242 PRINT8645, "TACKLED IftOIfiTaV":H^:ft=RM)(5):G0Slje518e:lFft<500T01215 

1243 G0T03688 

1245 PRINTfee.FIUR CHTCH CflLHD" :H*:60S. SIM 

1246 60101215 
1258 IFA=YG0T01245 

1251 A=*KK18):IFA>6G0T01296 

1252 00101242 

1268 iaoooToiiie 

1261 605U61688 

1262 G0T01284 

1318 A^<28):H=M<L>18M:IFIW8Q01013S8 

1301 tWWMMfcflifclMfcl3>ll>J3>lJ8fcfl>fl>fl>fl> 

1318 IFfl>16G0T01378 
131100101386 
1326 IFfO14G0T01378 
132160101388 
1338 IFfl>llGOT01378 
133160101386 
1346 IFfl>5G0T01378 
134160101386 
1356 80101378 



1369 PRINT-FIELD GOAL BLOCKED' :H=Rtt<38>-18 

1361 PRIMT-BfiLL RECOVERED ON TIE*;L-«:IR-tOnOT0137B 

1362 00101116 

1376 PRINT'FG NO GO0D':GOSUB1698 
13710070656 

1366 PRINT'FG GOOD" G0SUB988 
1381Q0TD1166 

1469 fN«D(l»):0NflQ0TO14ie. 1415, 1428, 1425, 1438, 1435, 1449, 1459, 1468, 1478 
1416 PRINT'OFFSIOES OFF 'j :Q=-5:G0T0148O 
1415 PRINT'OF HOLDING ', :0=-i8:G0T01488 
1426 PRINT'DEF HOLDING ', e=-18:G0TO1488 
1425 PRINT'ILLEGflL FORNRTION OFF a ; : H=-5 : G0T01488 
1436 PRINT-OFFSIDES OFF '; :0=5:G0T01488 
1435 PRINT-FALSE START OFF 'i :0=-5:G0T01488 
1446 PRINTfBSONRL FOUL DEF "; .645:09101480 
1459 PRINT-PERSONflL FOUL OFF '; :0=-15:G0T01488 
140) PRINT-ILLEGAL PROCEDURE OF m i :6=-5 GOT01488 
1476 PRINT-HOLDING OF '; :Q=-18 
1496 C=l:IF0<8THENia-Q)L+((188-L)/2)G0T01485 
1401 IF©0Tieia-0a/2Mlff<l/2>:RETU» 
1482 RETURN 

1405 ft=<iee-L)/2:RETURN 
1599 REN TIME CLOCK 

1505 M-E:IF(Ta88)*(ft<3)»2)T»€NT^388:fl(3)=l:G0T01516 
1505 IF(TG29)*(A(3)=3)THENA(3)=2:T=328:G0T01519 
1567 IF(T<28)*(ft(3)=l)THENA(3)=9:T=28:G0T01519 
1518 IFT<=ttOT01515 
1512 RETURN 

1515 PRIKT'GRHE HRS EMCD':E» 

1516 G0SUB5988:PR1NTI845,-THE HflLF HRS EMCD a :605UO5386:RETURN 

1517 IFK298G0T01582 

1518 T»283:G0T01516 

1519 G0SUO5996:PRINTIO45> l TH0 NINUTE HRRNIN6 a :Q06UB5396:RETURN 
1556 IWUTIF THERE ARE ANY OFENSIVE TIHE IWEUVERS PRESS 1M» 

1551 IFAO1G0T01568 

1552 Q0SUB5B96:PRINT a l-TIIE 0UT , :PRINT , 2-0UICK tU0LE a :FRINT*3-SLamHI 

1593 INMimT IS VOUR STRfiTEGV-,B:IF(B=l)*(A(G))8)THDC=l:A(G)=fl(G)-l:RETURN 

1554 IFB=2THDC=E-2:RETURN 

1555 IFB=3THB£=€+2:RETURR 
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1556 G0TQ1558 

1568 GOSLBSeeeiWUT-IF THERE ARE flNV DEFENSIVE Tift HRNEUVERS PRESS l a ;R 

15S1 IFR01RETWN 

1565 G0SUB5998:PRINT-TIft OUT - f. PRINT'SLOH DOM - 2 

1566 INPUT-ROT IS VOR SELECTIONS: IFfi>2RETURN 
1578 IFft=2T«KE=£+l RETURN 

1575 IFA>2RETWN 

1580 IF(G=l)*(fi(2))8)TICNfl(2)=ft(2)-l:E=l RETURN 

1585 lFA(l)>«MNfi<iMKl')-l:E=i:R£TURN 

1598 PRINT' VOU ARE OUT OF TIIC OUTS! 'RETURN 

1688 L=198-L : 0=1 : F=18 IFG=K»T01685 

1683 6=1:00101686 

1685 G=2:R£TUW 

1686 RETURN 

1616 X=INT(T/159>+i:IFX=4X=l: RETURN 

1611 IFX=3X=2: RETURN 

1612 IFX=2X=3:RETURN 

1613 X=4:RETURN 
2996 CLS PRINTS,", 

2885 MMIMklNBN & WBtWBtWkW&W&WkWBi W BtWl 
2896 NEXTQ:G0SUB2887:PRINT864a RETURN 
2987 IFG=iPRINT«5*59-<L/2), •="; RETURN 

2998 PRINTBZSHifc '>'i :R£TURN 

2919 row//// / / //// 

2911 RETURN 

2915 PRINTV//// ///// 

2816 REM* 

2828 PRINTV//// ///// 

2921 RETURN 

2058 IFG=lPRINT8259+59+INT(H/2)-<L/2>, '="'- RETURN 

2951 PRINT0325*<L/2MNT(H/2), '>'; RETURN 

2999 RBI MEN PLAY AREA 

3888 U=6:V=6:tt=9:X=9:V=l:Z=9:l=l: J=l 

3810 PRINTf655^ "THESE ARE VOIR OFFENSIVE PUNS 

3911 PRINT'RUN HEAK SIDE - 1 RUN UP NIDDLE - 5 LONG PASS -J 

3812 PRINT-RUN STRONG SIOE 2 RAZZLE DAZZLE - 6 PUNT -II 

3813 PRINT-SHEEP - 3 SHORT PASS - 7 FIELD GBAL -11 

3814 PRINT-DELRV - 4 ICDIUH PASS - 8 

3928 PR1NT-HHAT PLAV DO VOU SELECT?"; :PR1NT0955, "; : INPUTP 
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3822 G0SU65888 

3825 0NPG0SUB3188. 3185, 3118, 3115, 2128, 3125, 3138, 3135, 3148, 3145, 3158, 3155 

3826 1FM8G0T03836 

3838 PRINT9655, 'DEFENSE PUWER CHOOSE VOW DEFENSE 

3831 PRINT-BLITZ -1 BfLRNCED -4 KEYED LINE RIM -8 

3832 PRINT'PKVENT -2 KEYED SHORT PKS - 5 KEYED SUSP -9 

3833 PRINT'STBCKED -3 KEYED NcDIUR PRSS- € GOAL LINE -IB 

3834 PRINT8918, 'KEYED LONG PASS - 7' : PRINT" WAT IS YOUR DEFENSE? 1 ; 

3835 PRINT8953, ■ ', : 1*UTK:GOT03848 

3836 PRINT'PWT STRATEGY' rPRINTCOVB RETURN UVPRINT'RTTBPT TO BLOCK 12* 

3837 IlfUT'imT IS YOUR PUNT DEFENSE'ifl:B=2:IFR=12Q0TO1288 

3838 04:60101288 

3848 OWJiOS^328a 3285, 3218, 3215, 3228, 3225, 3238. 3235, 3248, 3245, 3258. 3255 

3844 GOSUB5888:PRINT*0FFENSIVE PLflV ■ 

3845 0NPG0SUB3388, 3385, 3318, 3315, 3328, 3325, 3338, 3335, 3348, 3345, 3358, 3355 

3849 PRINT-DEFENSIVE flLIOBfNT IS*. 

3898 0NCGQSUB3488, 3485, 3416, 3415, 3428, 3425, 3438, 3435, 3448, 3445, 3458, 3455 

MMBMN 

3853 R=R»(15):(>8:1F8=701 

3855 IFP<7GOT03588 

3868 IFPO8G0T04888 

3188 V=V+i:X=X-l:IWH:Y=Y-i: RETURN 

3185 V«W:H=IH:Y=Y-i:RETURN 

3110 U=*M:V=V+l:lt=N-l:X=X-l:Y=Y-i:RETURN 

3115 V=V-2:K=N+i:X=X+2:R£TUKN 

3128 V=W:H=M-1:X=X+1:Y=V+1:R£TURN 

3125 U=U+2:V=V+i:K=«-2:X=X-l .RETURN 

3138 Z=Z-3: 1=1-1 RETURN 

3135 RETURN 

3148 Z=Z+2. 1=1+1 

3145 RETURN 

3158 GOTOOSe 

3288 IMM:IHK:>W{-2:N*2:W-1:J«H:RETWN 

3285 U=U-l:Z=Z-2: 1=1+2 :J=J+2:R£TURN 

3211 V^3:IMH2:X*X-2:Y=V-2Z=Z-2: 1=1+1 RETURN 

3215 RETURN 

3228 H=N+i:X=X+l:Y=V-2:Z=Z-l:l=I+3:J=J-l:RETURN 

3225 X=X-1 :Y=V-i: 1=1+2 :J=J+i: RETURN 

3238 V=V-1:»=N-1:X=X-1:Y=Y+1:Z=Z+1:I=I+2:RETURN 

3235 IKM. V=V+1 :**+!: X=X+i:Y=Y+l:Z=Z-i : 1=1-1: J=M:R£TURN 
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3246 ¥=V»2:H=(W:X»*-i:V*V+2:2=Z-l: I=I-1:BEIUM 
3245 U4M:V=V*3:»**»3:X=X-2 V-V-2:J«J-3:RE11I8I 

3388 PRIHT-RUN tflK SIDEVRENW 
3385 PRIMT-RUH STRONG SIDE" RETURN 
3318 PRINT "RUN 9CEP' : RETURN 
3315 PRINT'DELflY RUN':RETURN 
3328 PRIMT-RUN UP NIMLEVRETWM 
3325 -FRINT'RflZZLE DflZZLE': RETURN 
3338 PRINT'SHORT PflSS": RETURN 
3335 PRINT'IBHUI PRSS': RETURN 
334 PR1MT10NG PflSS'.RETUM 

3345 flaMnwr.BEnui 

3358 PRINTFIELDGOflL': RETURN 

3488 PRINT-BLITZ' :RETUW 

3485 PRINT'PREVBIT'ilCTJRN 

3418 PRIMT-STflCKEDVRETURN 

3415 PRlNT'BflLflNCED'iRETURN 

3428 PRINT'KEVED SP':R£TURN 

3425 PRINT'KEVB) If' :R£TURN 

3438PRINT'KEra>LP:RETURN 

3435 PRINT'KFB) LUE MMMETUM 

3448 PRIHT'KEVED 3£EP':RETURN 

3445 PRINTT3CR LINE" RETURN 

3588 G0SUe5898:U=tH3:ft=R»(188):IFfKW»T03558 

sin 

3585 PRINT8845, "HflWOFF SUCCESSFUL' ft=R»(i8):V^*2:0>aB5188:IRKWina35a 

3586 IM 

3510 PROT8845, "CLEWED LDF:MW(lB):INH5:806UB51M:IFAaamiS57l 

3511 IK 

3515 PRINT8645, 'CLERKS DEFB6IVE UeO*:MB8(18):X>X^:G0SUB5188 

3516 1F(KXG0T03588 

3517 M 

3S28 PRINT8845, 'CLEflRS LIHEBflCXERS" :ft=RM><18) :V=Y+7:G0SUB5188: lFfKYG0T03585 
3521 H=6 

3525PRINT8845,'BR£flKST«^VB^:(aSUB5188:flM»(2):IF(H(MBS98 i 

3526 1MB 

3538 PRINT8845, 'BREflKS imai':B4HB:IW:IFL<HanQ3549 
3531 FNMX18) : IFfK4Q0T03596 
3532 H4H18:G0SUB5i8e:G0T03538 
3548 IFH>2*«-1:Q0SUB5188 
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3541 PRINTK45, "MNilNG PUN GAHEAH ■Yf*DS , :E=2:IFCOlTJ€*=5:G0T08ee 

3542 PRINT8986, " ■; :G09Jei488 

3545 PRINTfc "WRD FORTY AGAINST "j : IF«G=l)*((Ke))+((G=2)*(Q>e))THDfRINTftt 

3546 IF((G=2)*((Ke))+((G=l)*(Q>e))T}efRIHTB$ 

3547 G0SUB53ee:PRlHT?787, "; .INPUT'TO ACCEPT PENfiLTV PRESS 1'* X: : IFXO1G0T0888 

3548 JM'WKl'BOTOBBB 

3559 PRINT8845, "RUHR HIT irtOIflTELY AFTER IHIJOrf VfHf»G):lFTHGOT036BB 

3551 HH»(7):(»T0354e 

3566 PRIHTW4S. "RUMER HIT APPROACHING THE LllP:A=R»(28):lFA=lfi0T03688 

3561 A=RM)<5>:R=ft-2:G0T03548 

3578 PRINTRB45,'RUKR HIT AT LIK":ft=RMK26):IFfWGOT0368e 

3571 A^<3):H=i+fl:fiOT03548 

3568 PRINTRB45, TACKLED BV LIIQACKER':AMW25):lFfWGOTQ3688 

3581 fH»(5):K=ft+3:G0T03548 

3585 PRINT8845, "TACKLED BV SflFETVVA*IK35):IFA=8B0TO36eB 

3586 A=fiND(18) :(«+«: G0T03548 

3398 PRINTI845, "TACKLED BV COWER BACK" : ft=*M)<35) : IFft=6G0T03688 

3591 ft=fiH><18>:H=8+5+fl:G0T03546 

3688 PRINT8B45. a FlMLE':G0Slfi51BB:G05UB1688 

3681 A=RH)(18).iFR>3PRINT8845, < Bfll RECOVERED ON THE";L:G0SUB5188:G0T( 

3682 R=R»<lB>:PRINTIB45,"BflLL RECOVERED ON MM:L=L-fi:G0T0856 
488B 8flSUW8l:0NP-600T0488L 4818. 4828 

4881 A=RND<28):K+1:IFA<ZQOT0485B 

4882 A=«ND<18):IFfi>ZGOT04838 

4883 PRINTIWS. "PASS UNCATCHfWi" : 1303*5166 :H=8:E=l:G0TO4898 
4818 A=R»(18):Z=Z*1:IFA<Z00T0485B 

4811 A=RND(8):IFA>2GOT04831 

4612G0T04663 

4828 ft=Rtt)(8):IFfK2G0T04656 

4821 A=RND(6):IFA>ZG0T04832 

4822GOT048B3 

4838 H*»<7>;H=H-2:GOT04833 

4831 K=R»(8>+7:G0T048?3 

4832 H=»©(15)+15 
4833A=RND<18):IFfi=3G0T04iBB 

4834 A"f»(18):M«:IFR<I(30T0486e 

4835 IFL-tK-MPRINT'BALL CAUGHT OUT OF THE END 20)E*:0OT04883 

4836 ROt T0UCHD0W PASS 

4837 PRINT8845i "BALL CAUGHT ON THE'iL-ti ' YARD LKCVGOSUBSUB 
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AOACk 

4841 
4842 
4845 
4058 



4898 
4891 
4192 
4053 
4188 
4101 
4102 
4110 



5188 
9105 



fcfi»<10> J=J+5 IF(KJOOTO4045 

PKINT8845, "TACKLE BROKEN 1 :(HM0:GOSUB5100:E=7:IFL-H<ISn)00B 

fNNK10):IFID5GOTD4041 

PRINT8845, 'RECEIVER TflCMiD , :E=6:M»<6):H=»Hfl:0OaB5108:QOTO4090 

PRIKT8845, , SflCKED':R=RM)(ie):K=-fl:E=5G09JKiee.(»T04898 

PRINT8845, 'RECEIVER DROPPED TIE BflLL a :E=l:H4:QOSUB5100:GOKM090 

IFHO8G0T04892 

fH»<20) : IF(fWWH)0)GOTO3fl0B 

PR1NTM45* "PftSS GHINEDMt "YflRDS' : G0SUB5188 : IFCO1G0T0888 

G0T0B541 

E=3:PR1HT , IMTERCEPTED RT T)E a iL-H:H4:GOS«£00 

fH9D(18) :6=RH><18) : IHK6GOTO4110 

MftfcMNtt 

PRINT-RM BfCK';H; 'VflRDS':GOT0858 

PRWT1M0,' "iFfllNTrPRIirrrPRINTintlKTzPRIIir 11 V V V 

PRUIT0640.":RET1M 

6D9B2050:FORO>lTO500:IEXTO:PRINT0045i " 

F0WM.T0386 NEXTO : RETURN 

FORO*1TQ2000:IE(TO:RETUW 

F0RO=lTOieeeiCXTO:R£TURN 







STARDATE: 2200 
From Admiral Fitzpatrick — ^ 
"You are to enter 
and explore the " 
Omega V ^region 
of the galaxy ', 
gather information 
on other inhabitable ^%r 

planetary systems that you may encounter and 
defend yourself should that situation arise" 
•You are in command of the Starship LNTLRPRISL and 
its ships' complement of \7] officers and crev\\ Omega 
VI is composed of \ l )2 quadrants containing star sysiems 
and planets [a feu habitable;. Information on Omega \l 
is sketchy, but astronomical hazards such as pulsars, 
class stars 'and black holes are knov\n to he present in 
the region. The area is also patrolled by klingon Battle 
Cruisers, so look before your leaf). 



SPECS: STAR TREK III 

PLAY BOARD: 8 by 8 by 3 quadrants 

WEAPON SYSTEMS: Phaser and Photon Torpedos 

POWER SYSTEMS: Warp and Impulse 

COMPUTER SYSTEMS: Science (Data Collection and 

Ship's Computer 

SENSORS: Long and Short Range 

REPORTS: Damage Control and Status 

PLAY ELEMENTS: 20 Klingon Battle Cruisers, 

100+ stars and planets, black holes and pulsars 



Available oh Digital Cassette for the Leve 
16K TRS-80 Microcomputer - $I4.<)5 

THE TRS-80 SOFTWARE LXC HANGt 

17 Briar Cliff Drive 

Milford, New Hampshire 03055 



What They Never Told You About Level II 



At long last Radio Shack's TRS-80 
Level II is being shipped. Many 
people now own Level I machines, 
and most will be converting to Level 
II. No doubt you will be reading lots 
of stuff about all of the features Level 
II has to offer. But there are a lot of 
things Radio Shack didn't tell you 
about Level II. And that's what this 
article is all about. 

If you don't know it by now, let me 
tell you about a Radio Shack first. 
Radio Shack is the first company in 
the world to make a real time clock 
that requires a disk drive to operate 
it. Does the disk drive motor wind the 
clock? Well, of course not. The truth 
of the matter is that there is no clock. 
In the expansion interface there is a 
timer which creates an interrupt 
every 25 milliseconds. When Disk 
Basic is loaded in memory, this 
interrupt is enabled, causing a 
subroutine to add one to a counter 
every 25 milliseconds. By reading ths 
counter correctly, which TIMES does, 
you can make the computer keep 
track of time. 

Then there is the SYSTEM 
command. This lets you load and run 
Z — 80 machine language programs. 
What the book doesn't tell you is this: 
if the first character is a slash "/*', 
then the command is treated like a 
jump instruction. If other characters 
follow the slash, they are used as a 
jump address in decimal. If no 
characters follow, then the address 
currently stored at memory address 
40DF— 40E0 is used as the jump 
address. If the first character is not a 
slash, then the instruction is treated 
as a load from tape instruction with 
the typed characters as the file 
name. 

While on the subject of machine 



language, here's another address to 
write down. It's 1A19 (hex). If you 
write any machine language pro- 
grams, and want to get back to 
BASIC, jump to that address. That's 
also a good way to exit T— -BUG. 

The verify command CLOAD? is a 
nice feature. But, if you run with two 
cassette machines, always verify on 
cassette #1. It seems that CLOAD? 
#-2 doesn't work. CLOAD and 
CSAVE can be directed to cassette 
machine #2, however, just like the 
book says. 

There is also a bug in the 
FQR-NEXT loop. The following line 
works fine in Level I, but causes a 
syntax error in Level II: 

100FORA(89)=lTO100 

A(89) is an element of a dimensioned 
array. Seems that the counter in a 
FOR-NEXT loop cannot be an array 
element. 

If you're used to Level I, the print 
commands can seem to work rather 
strangely. In Level I, a simple print 
clears the current line to the end, 
then skips to the next line. In Level U, 
no clear takes place. If you want to 
clear a line, use PRINT CHR$(30). 
PRINTUSING can also do some rather 
strange things by erasing the next 
line below it. If you run into this 
problem, add a comma to the end of 
your PRINTUSING name list. 

Level II BASIC uses the words OR 
and AND. Also, you enclose each 
condition without parentheses. While 
it is better to use the Level II method, 
the old Level I version still works. 
What that really means is that if 
you're converting a Level I program 
to Level II, don't go killing yourself 
changing this: 
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What They Never Told You 

100 IF (A=B)+ (A=C) THEN 
350 

to this: 

100 IF A=B OR A=C THEN 350 

just to satisfy Level II. Either will 
work. 

Certainly, one of the big features of 
Level II basic is its ability to handle 
string characters. There is one 
problem here that you should know 
about. Let's say you have the 
following lines in your program: 

100 B$= "LANCE MICKLUS, 
WINOOSKI, VERMONT ' 

110 PRINT #— 1,B$ 

Fine, so you wrote "LANCE 
MICKLUS, WINOOSKI, VERMONT' ' 
on tape. Or did you? Read the tape 
back and guess what you get. You get 
LANCE MICKLUS and that's all. The 
quotes don't go on the tape. Worse 
yet, the comma terminates the read 
and doesn't give you any errors like 
?EXTRA IGNORED. 

Both versions of Radio Shack BASIC 
usually do not require THEN 
following an IF statement. But 
sometimes this will get you into 
trouble. When in doubt, use THEN. 
But here's a better rule. Instead of 
THEN, use any logical BASIC word. 
For example: 

100IFA=BTHENB=B+3 

110IFA=BLETB=B+3 

120IFA=BB=B+3 

Using line 120 could get you into 
trouble. You're safe with line 100 by 
using THEN. But line 110 follows my 
rule, since LET is a BASIC word. 
Also, LET better explains what the 
statement is and is better pro- 
gramming. See, there is a good use 
for LET. RETURN, END, CLS, and, 
PRINT are all BASIC words and do 
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not require THEN before them. 
However, you must always use THEN 
when you are also going to use ELSE. 

What about that down arrow or line 
feed? What that will do is force a line 
feed, or series of line feeds when the 
program is listed. You can use this to 
really clean up the appearance of your 
programs when they're listed, es- 
pecially in a remark. 

What about those nice Level I short 
hand commands, like P. for PRINT. 
Well, they're alive and well, and 
living in your ROM. The difference is 
that the computer does the short hand 
conversion for you, but converts it 
back when you list the line. If you are 
now using a Level II, here's an 
experiment. Type NEW, then type 
the following: 

10 PRINT* 'HELLO" 
Now type PRINT MEM and see 
how much memory is left. Then type 
this: 

10PRENT"HELLO" 
Followed by PRINT MEM again. 
Guess what. PRENT' 'HELLO" uses 4 
more bytes of memory than 
PRINT"HELLO" even though both 
lines use exactly the same number of 
characters. The reason is that BASIC 
knows the word PRINT and converts 
it to a single character, which it stores 
in memory in place of the word 
PRINT. Since PRENT is not a BASIC 
word, there is no short hand for it, so 
all 5 letters must be stored, thus 
using more memory. 

Some final advice to anyone moving 
up to Level II. Anytime you start 
using a new computer, whether it's a 
TRS-80 or aSIGMA/VHfime-sharing 
system, the first thing to learn is the 
editor. Forget about everything else 
and master the editor first. Only after 
you know the editor inside out, should 
you begin to learn all of the other 
stuff. It's time that more than pays 
for itself when you start programming 
— Lance Mlcklus □ 



TRS-80 SOFTWARE 
' * 3 ou EXCHANGE 

Market Basket Catalog 



RENUMBER -by Lance Micklus 

Can renumber a 12K program in just 32 seconds. Complete user control 
with respect to which lines are renumbered, and how, including ail 
GOSUB's and GOTO's. Runs in 1300 bytes of high memory regardless of 
program size. Specity 4. 16 T 32, or 48K version. Compatible with Disk 
BASIC. For the level 11 TKS-80 Microcomputer. 

ACCOUNTS RECEIVABLE -by M.D. Kelleher 

Allows for the creation of up to 200 files with account name, invoice 
number, payment date and balance. Updates files and stores to tape. Offers 
complete aging data and reveals delinquent accounts. Level JI 16K 

BREAKAWAY-by Lance Micklus 

A challenging tl real time" action game of skill and dexterity. All the 
excitement of the traditional Pinball machine-without the expense! You 
control the speed and direction of the ball as you try to *' Breakaway" the 
playing field. Easy to play? You bet! Easy to win? Better start practicing. 

MOVING SIGNBOARD -by Circle Enterprises 

This machine language program is designed to use the TRS-80 as a display 

device. The user may type-in up to a full screen of text, store it in memory 

and then cause it to crawl across the screen in the fashion of an electronic 

marquee. 

TRS-80 SLOT MACHINE -by Circle Enterprises 

This program simulates (with full graphics) a typical 3-reel casino slot 

machine with 10 payoff combinations ranging from $2 to $200, 

PETALS AROUND THE ROSE -by Circle Enterprises 
This is a TRS-80 implementation of the dice game/ puzzle described in the 
Sep/OCT 1977 issue of Personal Computing Magazine. The game is both 
challenging and frustrating for most people. 
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SCI-FI SAMPLER -by Tim Quinlan 

Three science fiction games in one program: Lunar Lander, Star Monster 

and Space Battle, Instructions are part of the program along with graphic 

displays. 

CONCENTRATION by Lance Micklus 

Back in the sixty *s t one of the most popular TV game shows in modern 

history appeared on the air t entertaining millions for years. "Win campers 

or boxes of nails, win gifts, but take the chance on forfeiting them later in 

the game/' Most of all, concentrate on where these items appear on the 

play board. This program runs in 16K on either Level I or E ROM, and 

assures hours of enjoyment — just like you used to! 

FILE HANDIJNG -by Circle Enterprises 

A must for file handling in BASIC. Will list names in file, search/edit 01e, 

record file on cassette* One use would be to record names and phone 

numbers, either one callable by the other* Level II 16K 

X-WING FIGHTER -by Rev. George Blank 

Looking for more realism in "TREK" type programming? Put yourself in 
the cockpit of this X-wing fighter. Extensive use of the INKEY function puts 
all of the ship's controls at your ringertips without hitting the ENTER key. 
Long range sensors warn you of approaching aircraft in advance of a visual 
sighting. When they are close enough to be seen t they will become larger as 
they get closer, (see advertisement elsewhere in magazine) Level 11 16K 

THREE D TIC T AC TOE 

Everyone knows the game, but how about a 4x4x4 version. This program 
offers three skill levels for computer competition, and the author warns you 
to practice before you take on the computer's third skill level You can also 
play your easy-to-beat friend, of course. LEVEL I & II 16K. 



SMALL BUSINESS BOOKKEEPING by Roger Robitaille 
For scores of years, National Distributing Company has been selling the 
"Dome Bookkeeping Journal" through stationery and discount stores 
nationwide. Our Small Business Bookkeeping program is designed to be 
compatible with that bookkeeping journal. As is appropriate with 

any business application, we assume no liability whatsoever in regards to 
the use of this program. The user is expected to assess it based upon its 
performance as observed. It's not that we don't believe in it, it's just that 
the conceivable libility for its use (or misuse) is so staggering that you just 
plain use it at your own risk, or don't use iL 

BANKO-by Lance Micklus 

Banko is a game similar to Blackjack In principal; however, the game is not 
conducted in a simple "win/loss" manner. The maximum point is eleven, 
and the winner wins according to the point difference between the two 
players. Thus, the game is not over when one player "busts". It is for the 
other player to maximize his gains by increasing his count toward H, 
without going over. Suitable for Level I or It 4K systems. 
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11MB BOMB -by David Bohlke 

Somewhere inside a towering skyscraper, a lime bomb is ticking away. In 
this game, your mission is to locate the explosive device (no easy task to 
such a large, maze-Hke structure; and disarm it veithift a given time. Level \ 
orU16K 

BLACK JACK by Milan Chepko 

'Yes, I know you all have one, but sf you are willing to forsake the graphics, 

many more of the Las Vegas type options are available with this Level I 

program. 

TAROT CARDS-by Frank Rowlett 

This is probably the best future gazing type program I have seem Unlike 
many programs in the field, whose appeal wear out quickly, the 
combination of the graphics and the presenation leads to continuing 
use — try it, youll like it 
. BASIC STATISTICS - by Steve Reisser 
This powerful set of procedures is of use to students, instructors, behavioral 
and research scientist, statisticians — anyone using rand order, central 
tendency, Pearson product-movement correlation coefficient, chi-square, 
Fisher T test, sample analysis of variance, Z-scores and standard scores, 
with a random number generator built in to simulate data, 

CRIBBAGE by Roger Robitaiile, Sr. 

Here it is — the October SoftSlde feature program on digital cassette. It's 

a ''you vs. computer" Cribbage, played by the standard rules. The 

computer shuttles, deals, keeps score and wins ...unless you* re careful! 

Suitable for 16K machines. 

END ZONE - by Roger Robitaiile 

The October cover program on cassette, to take some of the sfrain off your 

fingers. It's 16K TRS-80 football, right down to the 2-mi.nute warning, 

played in four 15-minute quarters, A 2-player game, Level I or II 16K 

STAR TREK ffl 7*^ Lance MickJus 

One of the most advanced Star Trek games ever written. Object is to explore 
as much of the galaxy as possible, destroy the 20 Klingons and locate the 5 
class M planets* Thus, the exploration part of the Enterprise's mission has 
been added to the game, giving it a whole new dimension. Speaking of 
dimension, the galaxy is 3 dimensional, not flat like in other versions. 
Extensive use ofgraphics is made. During a Kiingon battle, you will see the 
Enterprise fire its phasers, the phasers hit the Klingon and the Klingon 
explode. And before you go charging off, you must be careful of the large 
stars and black holes, as well as the pulsar. But there's more; the pulsar 
makes space noise in adjacent quadrants. The only way to find a Klingon in 
those quadrants is to explore them. And you never can tell in which one of 
them a Klingon might be hiding. Also, when you dock at a Star Base, you 
must control you speed* Otherwise, youll have a collision but won't dock* 
At the end of the game, you return to Star Fleet Headquarters, where the 
data you've been gathering in your ship's computer will be evaluated and 
your performance rated, loK level II only, Takes about 2 hours to play a 
game* 
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PILLBOX by Gene Perkins 

This program simulates an artillery battle between two fixed im placements* 

A twoplayer game, each player controls the angle of fire and the muzzle 

velocity of the shell. The game places a mountain between the warring 
batteries and lets the laws of physics take over- A really good game, easily 
fitting a 4K machine, 

8080 TO Z-80 CONVERSION-by M, Keflher 

What can we say! For you machine language buffs, here is a program which 
permits you to enter 8080 codings and the program will return the Z-80 
equivalent* It will also store these equivalents m the order in which they 
were entered, for later review* 

BlORHYTHM-by James Penny 

There is a theory that everyone is subject to a. group of life cycles which, 
together, effect our daily life- The rates of those cycles are mathematically 
ftzed and lend themselves to compute* analysis. This program unravels 

those interrelated formulas into a meaningful graphic presentation. Runs in 
4K Level L 

BINGO CALLING PROGRAM -by Tim Quinlan 

This is a great program for the family or small groups* It picks a number 
and displays it in screen size characters. It then displays a table of all the 
calls up to that time, When someone has a bingo, there's a number 
checking routine at the end. 

OTHELLO m -by Tim Quinlan 

A strategy game played on an 8 x 8 board. The object of the game is to 
capture as many of the squares as possible. You can play against the 
computer, a friend or have the computer play against itself* Has an 
interesting graphics display* 

GALACTIC BLOCKADE RUNNNER -by Tim Quinlan 
You are the captain of a federation starship battle cruiser* Your mission is to 
run an enemy blockade and to deliver vital supplies to federation forces 
under siege on Planet M/5. You control your ship's course and speed along 
with the firing of its weapons* You wilj have to fight battle after battle 
successfully to reach your destination. Besides the enemy, you will have to 
cope with ship malfunctions and ion storms. 

GAMES/GROUP I -by Tim Quinlan 

There are four games in this package, starting off with an old favorite (for 
computerists, that is) Hammurabi. The other games are Concentration I, 
which is based on the TV game, Russian Roulette, play with the computer 
or a friend, and UFO, a space war game* 

REMAINDER by Lance Micklus 

A teal good way to show off your.TRS-SU It's a "find my number" game for 
people with 64K of head space* Warning: Don't leave this game loaded In 
your computer and walk away. Or, when you return, youTl find a crowd 
playing thes game. (Worse yet, they won't let you have your machine back.) 
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TREASURE HUNT by Lance Micklus 

This is a challenge, so don't cheat and read the program listing. Use your 
imagination. Yon are exploring caves and trying to find 20 treasures. Some 
are easy to get, others are very difficult because you have to figure out how. 
When you first play, you will probably make a lot of mistakes. The more you 
play this game, the more secrets you will discover, and thus, the more 
treasure you will find. All 20 treasures can be found in about an hour of play 
if you know what you're doing. Your first problem is to draw a map of the 
caves. However, to save you time, a map is enclosed. Good luck, you're 
gonna need it. 

CHECKERS by Don McAllister 

A Level 1 machine with 4K of memory is all you need to have a checkers 
partner on call whenever you're in the mood. The program is written in 
BASIC, but is suprisingly fast and competitive for such a small program. 

TESTFOR INDEPENDENT VARIABLES -by Steven Hebbler 

Computes for Mean, Standard Deviation, N, Degrees of Freedom, and 

probability of occurrence. Level II 4K 

METRIC/ENGLISH CONVERTER -by Steven Hebbler 

Conversion of length, weight, volume, temperature, and area are all 

provided for in this Level 1 or II 4K program. 

HANGMAN, 2-PLAYER OR SOLITARY -by Robert Harkins 

The game of Hangman just the way you remember playing it. Excellent 

graphics. Level I14K 

PORK BARREL -by Rev. George Blank 

4 *The game that Congressmen never stop playing , , . re-election" . So begins 
this 16K Level II masterpiece by the anthor of the December SoflSide's 
cover program, Santa Paravla en Ftumaccio* Put yourself in the shoes of an 
aspiring Congressman. Given a breakdown of your constituency by 
percentages; white collar, retired, farm worker, unemployed, welfare, bine 
collar, elderly, and many more, how would you vote on various sensitive 
issues? In PORK BARREL, you get to put your vote where your mouth is- 
Don *t worry, the voters in your district will let you know how they feell 

TROLL'S GOLD -by Rev, George Blank 

A chase game for children of all ages. The troll is deep within the caves. 
Your goal is to descend to his gold-filled lair and escape with the booty 
without him catching you. Level II 16K 

MASTERMIND H-by Lance Micklus 

Lots of people have written digital MASTERMIND programs that create 
the code and give you the clues* This one will also let you make the code a^d 
give the clues. You can play either way or take turns with the co'-nap titer, 10 
rounds make up a game, and at the end of each round, player averages are 
displayed. Because this is a machine language program, it takes the 
computer 3 seconds or less to come up with a guess. Both Levels I and 11 
versions are supplied. Level I loads with the CIO AD command, and Level H 
with the SYSTEM command (file name MSTR), Loads into memory 
addresses 5000 to 7FF0 and thus requires 16K of memory. 
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GAMES 








Star Trek HI 


14.95 


II 


16K 


X- Wing Fighter 


7,95 


II 


16K 


Concentration 


7,95 


i&n 


I6K 


Three D Tic Tac Toe 


7,95 


i&u 


16K 


Santa Paravia & Fiumaccio 


9,95 


ii 


16K 


Banko 


4.95 


i&n 


4K 


Pillbox 


4.95 


i 


4K 


Othello rn 


5.95 


i&n 


4K 


Galactic Blockade Runner 


7.95 


i&n 


4&16K 


Games Group I 


5.95 


i&n 


4K 


Remainder 


4,95 


i&n 


4K 


Time Bomb 


7,95 


i&n 


15K 


Black Jack 


4,95 


I&D& 


4K 


Cribbage 


7.95 


i&n 


16K 


End Zone (special) 


4.95 


I&fl 


16K 


Treasure Humt 


7.95 


I&B 


16K 


Hangman 


4,95 


i&n 


4K 


Pork Barrel! 


9,95 


ii 


16K 


Troll's Gold (special) 


3,95 


ii 


16K 


Mastermind il 


7.95 


ii 


16K 


Robot 


4.95 


n 


4K 


Breakaway 


4.95 


mi 


4K 


Bowling 


7,95 


n 


16K 


Checkers 


4.95 


i 


4SC 


BUSINESS 








Cash Register 


10.00 


i&n 


4K 


Small Business Bookeeping 


15.00 




4K 


same with journal 


22.00 


i&n 




Inventory Mgt (Super Pac) 


10.00 


i 


4k 


Inventory Mgt (Modular) 


20.00 


i&ii 


16K 


Inventory Mgt (FB) 


25,00 


n 


16K 


File Handling 


9,95 


ten 


UK 


Moving Signboard 


9,95 


n 


4K 


TeJrt Editor 


9,95 


n 


4K 


SPECIAL PURPOSE 








8080-Z80 Conversion 


15.00 


ii 


16K 


Basic Statistics 


20,00 


ii 


16K 


Renumber 


15.00 


ii 


4-48K 


Metric / English Conversion 


7.95 


i&n 


16K 


Test for Independent Variables 


5,95 


i&n 


4K 


Bingo Calling Program 


9,95 


i&n 


4K 


PERSONAL 








Biorhythms 


4.95 


I&U 


4K 


Tarot 


9.95 


i&n 


16K 


Personal Finance Pkg. 


9,95 


I&U 


4K 
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HANGMAN [level I]-by Roger Robitaille 

The age old pencil game has been tamed in Level L For those who don't 
know the game, it is the original "guess my word in X number of tries" 
game. Originally in two versions, improvements have permitted this 
Program to play both a solitary and a two-player version. To be acceptable 
to Level 1 BASIC, the words must be coded in numeric equivalents, but the 
ever available conversion chart lessens the confusion. The displays are 
alphabetic. 

PERSONAL FINANCE PACKAGE -by Tim Quinlan 

This package contains 3 programs to aid you in handling your personal 
finances. The first is a Checking Account Program to help you keep track of 
checks, deposits, interest, charges, transfers, etc, along with computing 
your balance. It has a lot of nice features, including a fast method of data 
retrieval. The second program helps you keep track of your Budget and the 
final program computes interest on loans, mortgages and charge accounts. 

To order any of the programs shown on the 
preceding pages, simply fill out the order 
form provided below, enclose check or 
money order and mail to: 

THE TRS-80 SOFTWARE EXCHANGE 
17 Briar Cliff Dr, 
Milford, NH 03055 
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SOFTWARE ORDER FORM 
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Chase games have been a favorite among computer 
hobbyists ever since they first started showing up on 
time-sharing BASIC machines. Now, you can play at 
home! 

In this version, you'll struggle to keep your wits about 
you as an army of robots stalk you through a seemingly 
endless maze with mechanical precision. It's you against 
them as you seek to avoid, and at the same time, trick 
them into their own trap. 

For the TRS-80 Level li 4K or 16K 
Microcomputer on Digital Cassette - $4.95. 
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DCheck D Money Order D VIS A/Master Charge 

VISA 






NAME 









ADDRESS. 



CITY,STATE 



ZIP. 
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♦Special prices for feature programs in effect 60 days from date of mailing 

11-78 
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What better gift for your 
computing friends than SoftSide™ 
. . . .the foremost magazine for 
software in BASIC. Twelve months 
of dynamic entertainment 
for only $15.00! And what a way 
to open someone's eyes to the 
phenomenon of personal 
computing ! 






■Y- ,;:. 







Please send the next 12 issues to my friend listed 
below. My full payment of $15.00 is enclosed. 

□ Check D Money order 



:8F Charge to my □ VISA/MASTER CHARGE 

Account# 



Exp. Date 
Signature.. 

Address 



Interbank # (M/C only). 

















9^ ^- by David Botilke 

Seconds count ... Somewhere 
deep inside a towering sky- 
scraper the time bomb is ticking 
away. Would you be able to 
locate and disarm this explosive 
device in time to save the 
building and its inhabitants? 
Maybe, but for everyone's sake, 
you'd better get in a tittle 
practice with this computer 
simulation first ! 

M „ . t , - j . -„ The TRS-80 Software Exchange 

Available for Level 1 4K or 1? Br , flr Qm Df[w 

Level II t6K — $7,95 M ifford , New Hampshire 03055 




Subscriptions 
POBox68 
Milford, NH 03055 



58 
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JUST LIKE * 
THE POPULAR 
TV GAME 
SHOW! 
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Select a square 

and reveal one 

half of a 

fabulous prize ! 

Find the other half and it's yours (well, not really). 

Stereos, televisions, Disneyland trips, they're all on the 

big screen — there's even a TRS-80 ! 

But don't forget the basic rules: concentrate on what's 

on the board, or you'll end up helping your opponent 

more than yourself! 
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Available on Digital Cassette for 
the Level I or II 16K Microcomputer — $7.95. 

THE TRS-80 SOFTWARE EXCHANGE 

17 Briar Cliff Drive 

Milford, New Hampshire 03055 
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SURVEY QUESTIONS 



Do you presently own a TRS-80? If so, please describe (Level I i 

or \l 4 or 16K) 

f f you own a system other than TRS-80, what kind? 

If you own a Level I machine, are you planning to purchase Level II 
in the future? 

Do you have Disk Drive? Are you planning to purchase? 

Do you have a Line Printer? Screen Printer? Are you 
planning to purchase? 

Have you keyboarded programs from SoftSide? 
Which ones? 

Would you be interested in seeing all of the SoftSide programs 
available on cassette for about $60 per year ? (remember, that's 
about 60 programs, or a buck apiece! > 

In general, what kinds of programs would you like to see in SoftSide 
— (business, games, etc.) ? % 



Any one program in particular you would like to see written? 



Do you receive any other computer publications? If so, which 
ones? 
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or™. TO HEX 



Here's a simple program that can take some of the 
drudgery out of converting those Octal codings to 
Hexadecimal notation. Just enter the number to be 
changed (e.g. 0,3,5) hit ENTER, and Voila; Instant 
Hex! 



1 REM 

2 REN 

3 REM 

4 REM 

5 REM 

6 REM ================== 

90 CLS 

199 INPUT"ENTER XTflL NUMBER (SEPftRRTED BV COMHflS)";H,H,L 



OCTRL TO HEX CONVERSION PROGRAM 
BV LflNCE MICKLUSi HINOOSKL VT. 
TRS-80 LEVEL 1 4 2 / 4K 
VERSION i. i - JULV 1978 



(8 
<H 



Rf 

C THEN 159 

Bf 

N - <16 * 



110 N = <64 * H) + 

120 IF <N > 255) ♦ 

130 C = INTCN/16) 

140 RESTORE 

150 REftD D, 

160 IF D O 

170 RESTORE 

186 REM) D, 

190 IF D O 

200 PRINT "HEX VRLUE 

216 PRINT 

220 GOTO 180 

300 REM — ERROR — 

310 PRINT "?7? ERROR 7V 

328 GOTO 218 

999 END 

1800 DATA 9/0",L"l",2, 

1810 OflTfl ?, '?', a "8", 9/ 

1020 DflTR 14,"EM5,"F" 



M) 
3) 



L 
<M 



> 7) + (L > 7) THEN 310 



C) THEN 188 
"jflfcBf 



9', 18/ "fl"/ 11/ "B", 12, "C", 13, "D" 



TRS-80 PROGRAMMING HINTS 

GOT A VARIABLE? 

Probably, but it's often hard to remember which ones right off the bat. 
This handy little subroutine can provide some quick answers when tacked 
on to the end of a program. As shown below in the listing and sample run, 
the program simply asks for and lists the variable values. 

Unused variables will usually show .5 or —.5 value. 



38888 PRlNT"fi 8 ;&"B ,i ;B, B C 
38618 PRINT" J-^T 1 ; 10 V 

38828 PRINT'S ; S/TM'U" 



CD' 

U, S V 



D,'E 9 iL , F%F,V;(L , H"iH f 'I"iL 



38838 PRINT "fl$"; 8$, "B$"; B$, 



SAMPLE RUN 



fl .5 

E? 

I .5 

H-.5 

8 26 

U.5 

Y2 



B-.5 
F .5 
J , 49915 
N 2 
R-.5 
V 43 
2 18 



C 4 
6 3 
K 23 
0.5 
S.184 
W .5 
M HLflN 



D 8 

H-.5 

L 12 

P 8 

T.5 

X 8 

B$ MONWW 
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All the excitement of the traditional Plnball machine — 
without the expense! You control the speed and direction of 
the ball as you try to "Breakaway" the playing field. Easy to 
play? You bet! Easy to win? Better start practicing! 
Available on Digital Cassette for the TRS-80 Level IS, 4K or 
16K Microcomputer - $4.05 

m The TRS-80 Software Exchange 

17 Briar Cliff Drive 
™ M ™ Milford, NH 03055 
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In the next issue 



Santa Paravia en Fiumaecio— Help Wanted: progressive 

thinking 16th century Italian City State looking for strong 

leadership. Guaranteed to turn ability into nobility. Four 

levels of play for up to six lords and ladies. 

The Six Million Dollar [/1O,OO0] Clock - That's right, it 

can do everything a $10 Timex can , .. except fit on your 

wrist. Provides time, elapsed time, Greenwich Mean 

Time, can serve as a chess clock, and much more. 

Mortgage Calculation — Can be used to compute 

monthly payment, summarize interest/amortization and 

list monthly interest/amortization. 

Spelling Bee ~ just like the old-fashioned spelling bees 

you remember as a child, only your computer does the 

quizzing. 

Biorhythyms — A history of the discovery of the 

Biorhythymic phenomenon, complete with the program 

to compute your very own cycle, 

TRS-80 Programming Hints and much more- 



Rush me the next 12 issues of SoftSide. Enclosed is 
my full payment of $15 .00. 

□ Check QMoney Order DMaster Charge/VISA 
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Account $ d w 





Exp. Date , 
Signature: 



, Interbank #(M/Conly) r 



NAME 

ADDRESS — 
CITYJOWN. 

STATE 



.ZIP, 
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